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COMPUTER GAME REVIEW 


POLITICALLY CORRECT?. . . 


First of all, welcome to 1994 and our new design. This month we took the overall 
look of CGR back to the drawing board and made some significant changes, as you 
can tell by comparing this month’s Initialize column with last month’s. We hope you like 
the new style as much as we do. 

Recently, a fellow editor here at 
Sendai handed me a photocopy of the 
guidelines for scenario design for the 
Game Fair, a convention of role-play- 
ing and board games. The rules start 
innocuously, commenting that the 
Game Fair is a public event, and that 
offensiveness will not be tolerated. 
Okay, | thought. Then | read on. 

There are twelve rules on the page. 
Some of them | can agree with. For instance, two of the rules state that physical handi- 
caps should not be ridiculed and that no race should be depicted as inferior to another 
race. That’s not only acceptable, that’s laudable. Where | differ is with some of the 
other guidelines. 

For example: “Actual current religions are not to be depicted,” “Devices involving 
magic, super-science, or artificial tech- 
nology that exceed natural law. . .may 
not appear to be drawn from reality.” 
“Sexual themes of all types are not 
permitted.” “Agents of law enforcement 
may not be depicted in such a way as 
to create disrespect. . .When such an 
agent is corrupt, the example must be 
expressed as an exception and the 
culprit should ultimately be brought to 
justice.” “It must always be clear that a player’s imaginary character is taking part in 
whatever imaginary action happens during game play.” 

What's the problem? In a word, it defies much of what role-playing is all about. Some 
RPG’s and board games (Paranoia is a good example) rely heavily on the idea that 
politicians and authority figures are corrupt. Corrupt authority figures, religion and sex 
are all parts of real life, and as such, would be a part of any role-playing game that 
tries to present as real of a picture of life as it can. In short, this is censorship of the 
worst kind: censorship of the mind and of imagination. 

So why am | worried? Why does this 
bother me to such an extent? Because 
| don’t want this kind of self-appointed 
moral guardianism to creep up on the 
world of entertainment software with- 
out having said my piece. Games, be 
they sports, board games or computer 
games, are nothing more than enter- 
tainment. As such, they shouldn’t be viewed as something else. While | can’t claim to 
be much of a pundit, a sage, or even a bard, | will say this: if something offends you, 
don't purchase it, view it or play it. It’s as simple as that. No one should have the right 
to tell you or me what we can and can’t play on our computers or table tops. Games 
are games and real life is real life. Anyone who doesn’t understand that shouldn’t ruin 
it for those of us who can distinguish between the two. 

Sorry to jump up on such a soapbox, folks. | just had to get that off my chest. And 
now, welcome to a whole new year and a whole new look for CGR. I'll have another 
tirade for you in 30 days. Ciao. 


“It must always be clear that a 
player’s imaginary character is 
taking part in whatever imagi- 
nary action happens during 
game play.’” 


Some RPG’s and board games 
(Paranoia is a good example) 
rely heavily on the idea that 
politicians and authority figures 
are corrupt. 


No one should have the right 
to tell you or me what we can 
and can’t play on our comput- 
ers or table tops. 


Steve HONEYWELL 
EDITOR 
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For IBM PC and TANDY compatibles. Supports EGA/VGA/SVGA graphics. SRP $49.95 Made in USA. 


Let Rosemary 
be your personal 
computer advisor. 


The stars may have a clue about your destiny. 


Vivid, animated SVGA, VGA, and EGA graphics. 
Display, print, and save past, present, and future 
predictions. Digitized speech and music. with 


Sound Blaster. Easy-to-use, with mouse or 


keyboard, on any IBM-compatible computer. 


Available at Software Sellers Everywhere! 
For more information, call 1-708-433-0500 
or fax 1-708-433-1485. 


Seek your fortune in the Tarot card room. 


Villa Crespo Software, Inc. 
1725 McGovern Street, 
Highland Park, IL. 60035. 


Unveil the 
mysteries of 
your future. 


Villa Crespo 
_ Software 


©1993 Villa Crespo Software, Inc. 
Equipment mentions are 
Trademarks/Registrations of their 
respective companies. 
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INITIALIZE 


Censorship in the world of role-playing has Steve hopping mad! 


PostaGce Due 


X-Wing vs. Wing Commander, MicroProse speaks out and more. . . 


CGR Reviews 


SimCity 2000, Shadowcaster, Sam & Max and a host of others. 
CGR HARDWARE 


Intel educates video users and Sigma Designs does magic tricks. 


Aop-ONs AND ALTERATIONS 
Syndicate, X-Wing and Links 386 all get add-ons this month. 


CHILD SUPPORT 


Tortoise races Hare, and D.C. True asks “Are You Experienced?” 


COMPUTER CONFIDENTIAL 
Arnie Katz takes a look at the heaviest hitters of 1993! 


DATELINE: FANDOM 


News, views and reviews of the hottest in fan magazines. 
IN THE WorKS 


Compton’s New Media and Chrysler make the biggest noises. 


©Q & A With THe Game Doctor 


The cure for all your PC hardware and software problems. 


CGR Previews 


First looks at Ultima VIII, Elite 2, Isle of the Dead and others! 
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Hints for Master of Orion, Privateer, Daemonsgate and Heirs to the Throne. 


CD-ROM SHOWCASE 


Villa Crespo and SSI hit the CD-ROM market hard this month. 
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Oricin’s Uttima VIII 
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INTERFACE AND A WORLD 
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While this looks 
remarkably 
similar to Ted 
on a bad 
day, it’s not. 
Get a clos- 
er look at 
this nasty 
creature 
and oth- 
ers as 

CGR 

takes you 
on a trip 
around the 
towns and 
wilderness 
of Elec- 
tronic 
Innovative 
Design’s 
Daemonsgate! The 
tour starts on page 
114. 
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FIRST-EVER COMPREHENSIVE FLIGHT MODELING SOFTWARE 


CREATE YOUR OWN PLANES, 


OBJECTS & BATTLEFIELDS 
— IN SUPER-VGA! 


Domark set the standard 
with SupER-VGA HARRIER, the 
first-ever SVGA strategic flight 
simulator. Now, we're pushing 
that standard to new heights! 
FLIGHT SIMULATOR TOOLKIT, 


Screens shown: IBM 256-color SVGA displays. 
IBM PC/CompatiB.es: Available November 1993 


Requires Windows™ 3.1 


Flight Simulator Toolkit ©1993 Domark Group Ltd. 


Published by Domark Software Ltd. 
Programmed by Simis Ltd. 
Graphics by the Kremlin. 


the first 3-D flight modeling 
software ever produced for your 
PC, is Domark’s second offer- 
ing in its ADVANCED SIM-SERIES™ 
state-of-the-art flight simula- 
tor product line. 
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1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929 


FST is revolutionary. It's 
powertul, sophisticated, and 
easy to use. Technophiles will 
appreciate the attention to 
detail — cockpits include mod- 
ern instrumentation, such as 
OBI, DME, and Glidescope — 
as well as the ability to build 
every detail of their sim world. 

In a hurry? Not interested 
in building every last plane, 


HoloByte 


FLIGHT SIMULATOR 


tree, truck, valley or skyscraper? 
No problem. Just check out the 
extensive library of clip-art 
imagery: aircraft, ground tar- 
gets, landscapes and objects. 
You'll be streaking through the 
heavens in no time! 


FLIGHT SIMULATOR TOOLKIT. 
YOUR AIRCRAFT. YOUR LANDSCAPES. 
Your MISSIONS — YOUR WORLD. 


DISTRIBUTED BY 


Spectrum call 24 hrs a day, 


Visa/MC orders: 


7 days a week: 
1-800-695-GAME 
(orders only). 


THE BIGGEST ISSUE EVER! = (20 GAMES REVIEWED! 
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THE COACHES SPEAK... 


Dear Editor: 

Computer Game Review can usually 
be counted on for fair, intelligent reviews 
of entertainment software. However, the 
review of MicroProse’s NFL Coaches 
Club Football in the November issue 
failed to live up to your magazine’s high 
standards. 

First, all three reviewers cited a per- 
ceived rules inaccuracy (in CC Football, 
the clock does not stop after an incom- 
plete pass) and blasted the game’s 
design because of it. This rule, in fact, 
has been enacted for the 1993 NFL sea- 
son and is well Known to any regular 
football follower. Which begs the ques- 
tion: if these reviewers don’t pay that 
much attention to real football, are they 
truly qualified to evaluate the game? 

Second, considering that the three 
reviews are supposed to be written inde- 
pendently, they sounded awfully similar. 
Two make specific reference to Disney 
animatronics when describing game ani- 
mation sequences—a “coincidence” we 
feel jeopardizes the independent nature 
of the reviews and the objectivity of your 
publication. 

And finally, NFL Coaches Club Foot- 
ball is first and foremost a simulation of 
real NFL action with the most authentic 
depiction of the sport available on a PC. 
Yet this essential core of the game bare- 
ly receives comment. Instead, your 
reviewers chose to discuss “window 
dressing” features that, while certainly 
important, are hardly integral to the 
enjoyment and purpose of the game. We 
think your readers deserved a more 
detailed assessment of the “heart” of the 
game, especially since the review space 
is SO small. 

Our bias in this matter is certainly 
understandable. But we do not take 
exception to the negative review of 
Coaches Club Football (though we do, 
of course, disagree). We take exception 
with what we perceive to be unprofes- 
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FOOTBALL 
AND WC I 


CHINESE FOOD 
vs. X=-WING. 


MEANWHILE, FOLKS OUT WEST HAVE TROUBLE GETTING A 
CERTAIN COMPANY’S SOFTWARE TO RUN. 


Send your questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


sional standards used to form that nega- 
tive opinion. 

We hope that future reviews will be 
based more on objectivity and a focused 
analysis of a game’s main purpose and 
primary features. Computer Game 
Review readers deserve this degree of 
professionalism. 

Gary Almes 
Director of Public Relations 
MicroProse Software 


As a critic, it’s your job to hand out crit- 
icism, so it’s only fair that you get a cer- 
tain share of that back. | understand 
your point, Gary, but | disagree with 
what you have seen as an un-indepen- 
dent reviewing system and a lack of 
“serious” commentary on your game. 

First of all, | was unaware of NFL rule 
changes, but it doesn’t alter the fact that 
I’ve played dozens of PC football titles. 
In comparison with other gridiron games 
I’ve played on the PC, | felt Coaches 
Club came up short in several areas. 

While the engine may be very detailed 
and the artificial intelligence of opposing 
coaches and players on the field may be 
both highly accurate and highly devel- 
oped, it goes for naught if the game is 
difficult to play. Personally, | had trouble 
finding and calling the plays that | want- 
ed while the clock was running. While 
good Al is important, so is playability. 

As far as similar contents in the three 
review boxes, sometimes, we do seem 
to repeat ourselves. We do not read 
each others reviews until everyone has 
played the game and written about it. If, 
as happened with Coaches Club, two 
reviewers same something similar, well, 
then they say something similar. While it 
may look like we’ve copied off each 
other, we haven't. That’s one of our poli- 
cies; you can’t read another review if 
you haven't written yours. 

It also comes into contact with another 


policy. As the editor, | feel it is my job to 
alert the reviewers if | think they’ve got- 
ten off topic, spelled something wrong or 
have strangely constructed sentences. It 
is not my job, however, to tell them what 
is and isn’t a part of their opinion. If they 
want to nitpick, it’s their right, and while | 
may disagree with them (sometimes by 
thirty or more points), their opinion is 
what they have to say. While occasional 
repetition does occur, | think it’s better 
than modifying either Kevin’s or Ted’s 
thoughts about a product. When that 
starts happening, we'll start having 
watered-down reviews, which is some- 
thing |, and the readers I’ve spoken with 
or who have written in, would not want to 
happen. 


WitH Max YOU Get EGGROLL. . . 


The following letter requires a bit of 
explaining. Careful readers will remem- 
ber that in our December issue, | com- 
mented that | was currently looking for 
the best Chinese restaurant in the 
Chicago area. One reader, in addition to 
sending in a contest entry for our Sam & 
Max Contest, sent the following note. . . 


To reviewer Steve: 

The best Chinese restaurant in Chica- 
go is The Jade East Restaurant at 218 
W. Cermak in China Town. The food is 
fantastic, but the place is small and 
wasn't meant to draw people there with 
its ambiance. If you like Cantonese 
Chow Mein, it can’t be beat in Chicago, 
and | have tried more places than | can 
remember. Their other food rates the 
same. 

Judy Wilson 
Chicago, II 


Excellent! | will have to give it a try. 
Currently, my Chinese food cravings 


IndyCar™ Racing 


SO rfiegtaris 


Sanctioned 


Experience all 
new Papyrus 3-D Super Texture™ 
technology. Bit-mapped cars, 
tracks, terrain and scenery, 
accurate down to the last detail; 
including billboards, paint 
schemes and decals on actual 
IndyCars. Tread marks “groove” 
every turn to help you find the line. 


From the creators of 

Indianapolis 500 °: The Simulation’ 
First in a series of Real World 3-D 
Racing Games 


~ 


Available 
November 1993 


Gobs of 
Newtonian physics calculate real 
car behavior...speed, chassis, 
engine set-up, tire temp and wear, 
fuel load, track bank, etc... 
hundreds of calculations per 
second. What you do makes a 
real difference. 


Michigan 
International, Laguna Seca, 
Milwaukee Mile, Long Beach... 
you get it all in IndyCar'” 
Racing...right down to the grass, 
fans, stands and six real TV 
camera-type replays from 
car-cams to blimps. 


You choose wing 
angles, tire types and pressure, 
suspension, camber, gearing, and 
more. Adjust turbo boost, brake 
bias, roll bar settings from the 
cockpit. Custom tune engines in 
the dyno room. (Or take the default 
car and hit the track running.) 


PUBLISHING, INC. 


Distributed exclusively worldwide by 


GANIES Virgin Games, Inc. 


The Indianapolis 500° is a registered trademark of the 
Indianapolis Motor Speedway. 


Indianapolis 500 : The Simulation’” is a trademark of 
Electronic Arts Inc. 


Actual IBM PC screens shown: 


tach of the reviewers also grades 


each game on five separate areas. Inter- 
face refers to the overall design of the 
game and the method of control. Playa- 
bility scores indicate the ease of play as 
well as how simple or difficult the instruc- 
tions are to understand. Graphics and 
sound refer to the level of quality in 
these two areas. nels the ‘score for 


cards, Glenee with ¢ a variety of controllers. : 


THE CGR REVIEWERS. . ce 


Kevin: Kevin “Train Lord” Perry plays a 
lot of pen-and-paper RPGs and war 
games when he isn’t hard at work in the 
CGR offices. While he likes a variety of 
gaming styles, he’s the most comfort- 
able with conquest games and military 
simulations. At the local video arcade, 
he can often be seen at the various 
Street Fighter Il machines. When he 
sits down in front of a computer for fun, 
he’s been loading up Sam & Max Hit 
the Road entirely too often for his frag- 
ile psyche. 


Ted: Ted “Bowling Lord” Chapman 
does a lot of things in the few minutes 
of spare time he has every week. At 
least that’s what he claims. While flight 
sims and sports games don’t cut a lot of 
ice with him, he genuinely appreciates 
a good role-playing game and some 
simulations can get him hooked instant- 
ly. At the local arcade, he can be seen 
playing Colossus on X-Men. He’s spent 
more than one night this month hanging 
around after hours to play SimCity 
2000. 


Steve: Steve “Lord and Master” Honey- 
well says he doesn’t have any spare 
time, so his main hobbies involve fast 
food and a good night’s sleep. He likes 
games in many varieties, but still thinks 
a good military simulation or conquest 
game is worth missing dinner for. At the 
local arcade, he can be seen playing X- 
Men with Ted. When no one’s looking, 
he’s been playing Crystal Caliburn, 
looking for that elusive 100 million 


points. He’s also become enthralled 


with the B-Wing add-on for X-Wing. 
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have been quelled at a place called The 
China Terrace in Oakbrook Terrace (just 
five minutes or so from our beautiful 
Lombard offices). They make a great 
Ming’s beef and a truly wicked shrimp 
toast. Anyway, thanks for the advice. 
Next time I’m downtown, I'll give it a 
shot. By the way, do they make crab 
rangoon, too? 


WinGc COMMANDER KILLS. . . 


Dear CGR: 

| would like to offer a new way to look 
at kills in Wing Commander as | still find 
myself in awe of the gentleman with 
seven hundred plus Kilrathi kills. With no 
hope of aspiring to such greatness, | am 
interested in the number of missions it 
took to achieve. By giving a kills per mis- 
sion, pilots can more easily compare 
notes, kind of like number of hits vs. hit- 
ting percentage. | offer mine at 5.14 
kpm, flying just WC II. This should prob- 


ably work for X-Wing, too. So how does 


mine stack up? 

Dan Houck’s observation that WC II 
wingman control is practically impossible 
is quite valid. When I’m chasing down 
the last cat, | can’t get him out of my 
way. Put him on my wing where | can 
run into him, or off of it, where he’s shot 
me more than once, and | can’t tell him 
about it. Frustrating. As Wing Comman- 
der, the kill is my right to take. 

By the way, did you forget about 
Michael Wong and his request for hard- 
ware prices? Hardware Reviews in the 
November issue didn’t have a single 
one, though | would have found them 
both interesting and helpful. 

J. Tyler “Clawer’ Wilson 
Ingersoll, Ontario, Canada 


The kpm rating for Wing Commander, 
et al. seems like an excellent idea to 
yours truly. Unfortunately, it would end 
up inaccurate for X-Wing, because if you 
fly a mission and don’t succeed, but still 
hyperspace out, the kills go on your 
record. This is why, after about 62 mis- 
sions (tours 1-3, 5 and the start of 4) | 
have logged over 1500 kills, which 
results in over 24 per mission. I’m good, 
but I’m not that good at X-Wing. 

Wing Commander wingmen? Agreed; 
they stink. X-Wing has better wingmen, 
although my experience with using the 
“Topace” and “Topace4” pilots that come 
with Imperial Pursuit and B-Wing 
respectively is that they are little better 
than rookies. Use your own pilots for 
wingmen in X-Wing. 

Yup, we forgot the prices. Sorry. You'll 
notice that we have a space set up just 


for price information on our new hard- 
ware pages, so It'll be much (read nigh 
impossible) harder for us to forget that 
handy item in the future. 


One CusTomer’s GRIPE . . 


Dear Editor: 

First | would like to compliment you on 
a really great computer game magazine. 
| find your review system very helpful 
when deciding what new games to buy 
and which ones to skip. Now that | have 
that out of the way, | want to get on my 
soap box and complain a little bit about 
the DREADED customer service num- 
bers put out by various software compa- 
nies. 

| recently purchased 7th Guest by Vir- 
gin Games on CD-ROM. It is supposed 
to be a great visual game, but | really 
wouldn’t know because | can’t get it to 
work correctly on my computer. Before 
buying the game, | read on the box all 
the recommended hardware specs and 
determined that this game should work 
really well on my system. How wrong 
one can be! From the very beginning the 
game froze up at various times or 
moved so slowly that | had time for 
breakfast between movements (/f by 
breakfast you mean Pop-Tarts, that’s not 
so bad. If you mean french toast and 
bacon with freshly-squeezed orange 
juice, | can see your problem. —ed). | 
tried every suggestion offered in the 
manual and finally decided that | had to 
call customer service. | hated to do it 
since it was definitely not a toll-free call. 
| dialed several (14) times and got a 
busy signal. On the 15th try | finally got a 
ringing sound and after a little while (7 
minutes, | timed it), the automated 
answerer finally clicked on. | was told 
that sometimes customers waited in the 
technical service loop for as much as ten 
minutes before their calls would be 
answered. It must have been my lucky 
day; | only had to wait for eleven min- 
utes before talking to a human being. He 
was very nice and we went through 
many adjustments on my CONFIG.SYS 
and AUTOEXEC.BAT and checked the 
INI file on the CD before he finally gave 
up. This was almost 30 minutes later (I 
will be afraid to open my next phone 
bill). The technician said he would give 
all my information to another technician 
who would then call me back. | am still 
waiting for that to happen. Meanwhile, | 
have a useless expensive CD-ROM 
game that has cost me a small fortune in 
useless telephone calls, hours of use- 
less tweaking of my system and several 
bottles of antacid. 


The 14-inch guns of your dreadnought thunder as you 
order another devastating salvo fired at the enemy line. 
Your ship shudders with the recoil of the guns, and you 


peer through the binoculars as the shells arch toward their 


target. A few well-placed hits could sink the enemy, but 
your squadron is still vulnerable to a torpedo or shell 
attack that could send your ships to the ocean floor. 


This is World War | naval action like you've never seen 
before! Calibrate your range-finder and stuff your ears 
with wool as you prepare for the action, sights and 
sounds of Jutland!” 


Command a fearsome dreadnought and fight for control 
of the North and South Atlantic. Or command the entire 
German Imperial fleet or the whole of the British Royal 
Navy. Fight a single mission, a battle campaign or the 
entire war while commanding one ship, a squadron of 
ships, or the entire fleet. 


Another exciting CD-ROM 
product from 
‘Commander’ Jones and 
his crew at Software 
Sorcery 


© 1993, Software Sorcery, Inc. Software Sorcery is a registered trademark of Software 
Sorcery, Inc. Jutland is a trademark of Software Sorcery, Inc. 


The drama, action and excitement of WWI naval 
combat comes to life with stunning SVGA and VGA 
graphics, digitized video and sound effects and 
historically accurate combat. Experience naval 
combat as the sailors and officers did almost 80 years 
ago, including night combat, torpedo attacks, salvos 
of exploding shells and burning ships. When you're 
ready, test your naval combat ability in the 
awe-inspiring Battle of Jutland! 


Available for the IBM PC and Compatibles. 


See your favorite retailer, or call (619) 452-9901. 


Where Magic is State-of-the-Art! 


Unfortunately, this isn’t the first time 
this year that something like this has 
happened and it gets really frustrating. 
I’m not sure what the answer is, but it 
certainly isn’t what | have just experi- 
enced. Obviously, many people are hav- 
ing the same kind of problems, since the 
customer service lines are constantly 
busy. | don’t feel like running right out 
and buying another game by Virgin Soft- 
ware soon, nor from any of the other 
companies that | experienced problems 
with. | hope software companies get a 
clue really soon that we are the ones 
keeping them in business, or soon they 
won't be in business. Thanks for letting 
me vent a little frustration, and thanks for 
a great magazine! 

Sandra Jones 
Columbia Falls, MT 


As with everything in life, there are two 
sides to every story. First, on the side of 
the computer companies, the specifica- 
tions listed on the side of a box are usu- 
ally right. There are a lot of different sys- 
tem configurations out there, and it’s 
pretty tough for a company to make sure 
that they’ve accounted for everything. 

The customer service lines are there 
to help out when something isn’t going 
quite right, and this can be a very diffi- 
cult job. Remember that the techs on the 
service lines can’t see the problem in 
front of them, so a lot of what they do is 
flying blind. It’s not an easy job. 

That said, there is no excuse for poor 
customer service regardless of the 
industry or the product. Consumers are 
the lifeblood of virtually any and every 
commercial venture, entertainment soft- 
ware included. While | have not experi- 
enced any problems with Virgin’s tech 
support, |can understand your frustra- 
tion. I’ve had bad experiences with tech 
support as well. 

The only thing you can do is what 
you've done; if you have a bad experi- 
ence, let people know, and tell the com- 
pany in question, too. If you have a good 
experience, let people know, let the 
company in question know, and support 
their products. In a perfect world, this 
would guarantee that eventually compa- 
nies would learn that their customers are 
willing to pay for good tech support and 
service. Of course, in a perfect world, 
there would be no need for tech support. 

Reader Tom Helenske of West Fargo, 
ND wrote in with a similar problem with 
another Virgin title, this one being Lands 
of Lore: The Throne of Chaos. Like San- 
dra, Tom complains that for a month 
now, the tech support lines at Virgin 
have been busy. Since you asked for 
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specific help, Tom, | will forward your let- 
ter to the Game Doctor, who appears in 
every issue of CGR. If anyone outside of 
Westwood/Virgin can help, he’d be the 
man. Maybe the real reason for your 
problems has something to do with your 
location, Sandra and Tom. Perhaps it’s 
something about electricity in Montana 
and the Dakotas that hates a Virgin 
game... 

Incidentally, on a related note, if we 
have to call a tech support line, we try 
not to pull rank on them. We have found 
a lot of very good tech support lines and 
there are some who have not helped us 
until we told them who we were. Caveat 
emptor! 


WC vs. X-WING Part oo... 


Dear CGR: 

| just wanted to ask what the big deal 
is about Wing Commander vs. X-Wing 
vs. Strike Commander. | recently pur- 
chased Wing Commander Academy and 
was appalled at the pathetic quality of 
the flight engine and controls. It’s FLAT 
and totally 2-D! The canned flyby “ani- 
mations” and lack of control try to cover 
up this one massive flaw, but only fur- 
ther reduce the quality of the game. 
Since the graphics engine is supposed 
to be enhanced from the previous Wing 
Commander series, | would sooner flush 
money down the toilet rather than pur- 
chase an Origin space sim product. 
Spare me the canned “drama” as well. 
The original space sim Elite (Now you’re 
talkin” my language! —ed), running on an 
8-Bit 1Mhz C64 computer is by far a 
more sophisticated and realistic space- 
flight engine. Privateer is a good idea 
but is shot down by the same amateur- 
ish 2-D flight engine, worthless radar, 
probably 20MB of barroom animations 
and a mere 90 worlds compared to the 
original Elite’s 10,000 or more worlds 
and no artificial plot (if / remember cor- 
rectly, there were actually 2,000 planets 
in Elite—8 galaxies with 250 planets in 
each one. —ed). 

Speaking of Wing Commander Acade- 
my, | will trade (even up) my WCA 
(disks, manuals, registration cards, et. 
al.) for a legal version of Elite Enhanced 
(with manual) for the PC. Call first at 
(219) 244-6119. It’s your loss if you 
believe all that Wing Commander hype. 

Now X-Wing, on the other hand, has a 
truly beautiful 3-D flight engine ham- 
pered only by a 2-D radar (worse 
because it takes two 2-D radars to give 
you the information of 1 3-D). Send 
LucasArts $1 to buy a hint. If you’ve 
even used a 3-D radar in a 3-D space- 


flight sim in games like Elite, Federation 
(Amiga), or Lightspeed, you’ll never be 
able to tolerate a 2-D radar again. 
There’s just no comparison. Period. The 
only other problem with X-Wing is being 
forced into a scripted Luke Skywalker 
type role with no real options. Why not 
have something more along the lines of 
Han Solo and the Millennium Falcon 
where he could tell both the Rebels and 
the Empire to bugger off and go make a 
fortune smuggling, trading, exploring, 
recovering ancient artifacts and use the 
money to upgrade the ship or buy a new 
one, sans smelly Wookie? 
That winds up my tirade on hyp-er [sic] 
garbage. 
Joseph Rex 
Columbia City, IN 


P.S. My PC is a 486/33 with SCSI HD, 
TL VESA, PAS 16 and CD-ROM, so | 
don’t think my ire at WC is due to a 
wimpy machine. In WCA, with the high- 
est frame rate, the 6 frame canned “ani- 
mations” zip by so fast it is humorous, 
but not to the tune of $59. 


First of all, | disagree with you on the 
Wing Commander flight engine. | loved 
WC II, | liked WCA, and | think Privateer 
is one of the best games of the year. 

That said, | also think X-Wing is the 
best game of the year, but you did forget 
a significant problem with the game. To 
complete a mission in X-Wing, you must 
complete every objective, which, militari- 
ly speaking, is ridiculous. Any group of 
pilots who saved five transports out of 
six would be highly commended when 
they returned to base, not told that the 
mission was a failure. 

Also, | had no problem with the 2-D 
radar in X-Wing, although | would have 
preferred the 3-D style found in Elite, 
since it was really easy to use. 

Gosh, wouldn't a Han Solo game be 
great? Maybe if lots of people write let- 
ters to me, other computer game maga- 
zines and to LucasArts, they’ll get the 
message. An Elite-style game featuring 
trading and piracy in high space with the 
main character being Han Solo would 
be, to put it mildly, phenomenally boda- 
CIOUS. 

Don't talk about Chewbacca that way. 
He’s always said such nice things about 
you when you’ve come up in conversa- 
tion. Remember: don't hate. 

You may also want to rethink your 
WCA for Elite Enhanced offer a little 
more closely. Take a look at page 84 for 
a look at the next incarnation in the Elite 
universe, Frontier. See y’all again in thir- 
ty days. Keep your nose clean. 


Since its release, WolfPack™ has set a new standard 

for submarine simulations. Winner of Tilt Magazine's 

Tilt D'Or award for best simulation,it has consistently 

topped the best seller charts, earning raves from the 
reviewing community: 


ed 
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‘WoltPack can only be classified as a genre buster, 6 one. : ~~ 
of those rare games that sets a new standatd for other on 
releases in the same tield to live or die by.” 

Video Games & Computer Entertainment fa* § Seas 


The graphics for WolfPack are stunning.’ iT ees AR 
Wargamer Rives SS 


Now WolfPack is available on PC CD-ROM. The same 
compelling game play of the floppy version allows you to &eee. oy 
command either a WW2 submarine wolf pack or the wk 
surface fleet. 
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Historically accurate, your weapons and instruments are 
precisely keyed to the war year that you choose to play. 
A full construction set is included to allow you to” 
re-create actual battles. —— 


WolfPack CD-ROM also includes: 


@ 58 new missions, 70 total. Z ” ~ 


@ Over 5 minutes of breathtaking animation Sequences. 


Pick up a copy at your local software store and find out what a 
underwater warfare is all about. oer | 
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A few years ago, 
when the original 
SimCity was re- 
leased, it amassed 
a huge following of 
dedicated gamers 
who seemed to 


SimCity 2000 
by Maxis 


Game Summary 
New features and new graphics 
are just a few of the additions to this 
quantum upgrade to SimCity. Fans 
of the original and newcomers will 
find much to love. 


Overall 
Rating: 


Requirements: 

8-Bit color monitor 
Sound Support: N/A 
Controller: Mouse, Keyboard 
Available for: Macintosh 
Designed by: Fred Haslam and Will Wright 


Distributed by: Maxis 
Retail Price: $69.95 


Hard Drive Space: 
No. of Players: 


One player 
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Call-out graphs and pictures will help you 
keep up on various aspects of your town. 


like nothing more than designing new 
and better cities. With that in mind, 
Maxis went back to the drawing board 
and tweaked the game that has had mil- 
lions clamoring for more. Enter SimCity 
2000. 

One of the biggest features of this 
upgrade is the ability to import your old 
cities and update them with the new 
graphics and buildings. Tired of looking 
at the same old skyline? Try advertising 
for businesses to come to your metropo- 
lis and invite corporations to build their 
headquarters in your town. Need to put 
a lot in a cramped area? If you’ve 
enticed 120,000 or more Sims to move 
to your city, you'll be able to build futur- 
istic arcologies. True, they are expen- 


MOVE INTO 
THE FUTURE 
WITH Maxis’ 
SimCITY 
2000. 


THE ULTIMATE SIMULATOR 
JUST GOT BETTER! 


{ & Fite Speed Options Bisasters Windows Newspaper (D S| 
rere enar eeee-syapr-eer reereercer ea ay-mmemeeenee 
cl 


Suyit 2 


* a x Ui = 
4 | pes Pe 
i ; 
smears 
Tiga forest area 
me , 5s 
BD Caan dergey Cerne d tay 3000 
+ Residerts - 147% 
ir LSS 
' 


Hii ie. [a 
my 2 


Four different arcologies allow you to cra 
up to 65,000 people into 16 acres. 


Pee 


sive, but for cramming people, com- 
merce and industry into one area, they 
can't be beat. 

lf the Sims are complaining about traf- 
fic problems, supply them with more 
roads, buses, trains and subways. Pollu- 
tion, a constant problem for any industri- 
al area, can be cured in part with the 
addition of parks (trees counter pollu- 
tion) and water treatment plants. 

As with the original SimCity, there’s a 
lot to keep an eye on. Citizens will beg 
your for amenities as your city begins to 
grow. While creating stadiums, marinas, 
Zoos and parks will keep the citizens 
happy, they will also cost you the pre- 
cious dollars you need to keep the city 
afloat in it’s critical early years. Neces- 
Sary buildings like hospitals, schools, fire 
Stations and police stations are more 
important than the “luxuries” afforded by 


Se 


Adjust your expenditures and your tax rate 
to ensure a profit each year. 


Create a map to your liking or edit your land 
before laying your first cornerstone. 
libraries and museums. Still, to keep the 
populace happy, you'll need to build 
everything eventually. 

As time progresses, you will experi- 
ence periods of boom and bust as the 
economy of the SimNation changes. 
Only a city designed with an adequate 
level of residential, commercial and 
industrial zoning will be able to survive 
the recessions and depressions that 
occur. 

Speaking of design, your silicon utopia 
must also be hardy enough to withstand 
the power and fury of Mother Nature. 
The weather will get rough (tiny ships 
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Don’t fiddle while Podunk Junction burns! 
Dispatch the fire department! 


may be tossed), fires will break out and 
aliens may invade. Annoy too many con- 
stituents, and the people may riot. Solv- 
ing these problems, as well as those 
caused by your tax rate, crime level, pol- 
lution and more are all a part of planning 
a city that your Sims will be proud to call 
home. Meet their needs, and you'll be 
given spontaneous parades in your 
honor. Fail, and you may be living alone. 


After many years, your burgeoning metropo- 
lis should be self-sufficient. 


ayability ¢ 
There is no better simulation game. 
Period. The basic engine is as mind- 
boggling addictive as the original: 
build a great city and try to get peo- 
ple to move in. That engine has been 
upgraded in more ways than | can 
count. | am still speechles 
incredible additions made: 
nances, newspapers, arc 
subways. . . the mind boggles 
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Dust off your umbilical cords, si 
tion lovers: the king is back. Pref 
to spend days and days watching 
your city grow. Not only has the 
game been made better, prettier, and 
more fun, but it’s also easier to play. 
lf you have never played SimCity, if 
you have never screamed for hours 


Interface ¢ Playability °¢ 

I've gotta pull out my thesaurus for 
this one. This game is incredibly 
good; it has kept me occupied (and 
therefore not working) for about 30 
hours now, and Waste Land is 
nowhere near finished. This game is 
very bad for your health, 
refuse to eat, drink, or sl 
your mind’s umbilical is coi 
around the skyline unfolding 
your fingers. Bzzzzzzzt! Wak 
call! This program is a bit bu 
had about three million dollars y 
treasury when, all of a sudden, my 
hospital budget soared through the 
ceiling to about 320,000 dollars a 


_ year (from somewhere around 2600 


dollars a year). Sheesh, is that ever 
unnerving! | wonder how Bill Clinton 


Interface ¢ Playability ¢ 
91 92 
| was never a huge fan of the first 
SimCity, and now | question why. 
This game is awesome! |’m totally 
hooked and have considered using 
IV’s to keep me from starving as | 
spend 12 hours in front of the Mac 
with this game. One thing tha 
SimCity 2000 so entertainin 
i's fun to compete with oth 
(How much money are you 
in yearly? That’s all? I'm ma 
twice that!). The animation is 
and highly detailed in spite 
small size of many of the objects on 
the screen. Of all the buildings I’ve 
seen, | think my favorite is the drive- 
in theater, complete with giant ant 
rampaging across the silver screen 
(a tribute to SimAnt?). One major 
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~ Graphics 


Graphics * Sound 


at silicon citizens who don’t understand 
that you don’t want to build roads, you 
owe it to yourself to take a look at this: 
software toy. If you have played SimCity 
before, stop reading this review immedi- 
ately and find SC2000. The only reason) 
ore is not much higher is due 
nagging bugs present in our 
ion. While Maxis is hard at 
cting these, it’s a pain to play 
cities without the fix. Other- 
is close to perfect. The origi- 
ity was a conversion experi- 


ence for me, showing me the power that, 
a computer game could have. This 
could well be the second coming of sim- 
ulation software. | would say more, but 
my people want a stadium and a mari- 
na, and | can’t afford it. . . yet. 


-Kevin 


ever gets any sleep... | also ran into a 
bug having to do with budgeting in the 
transit department (funding for bridges 
freaked out in roughly the same way as 
my hospital budget). The graphics are 
Kevin is currently curled up in 
e floor, so stunned was he), 
s soothing and hypnotic, and 
is brilliant and clear. The 
excellent, though | will admit! 
usion on my part due to not 
manual. The game starts to 
slow ably after your land is about 
95% full, but | can’t say that’s a real. 
deterrent to the enjoyability of this 
game. A few of the scenarios are 
incredibly tough (unemployment in Flint, 
MI gets my vote for toughest). It gets 
the mark: definitely Scottish. -Ted 


pis an 


problem with the game is some of the 
bugs that have cropped up. For 
instance, if you build highways, eventu- 
ally your transportation budget will sky- 
rocket, causing you to go broke in a big 
hurry. My solution? Don’t build high- 
d don’t allocate any money, 
m. A patch is currently under- 
is problem. My other com- 
e nitpicky; I'd like to be able to 
e surrounding towns. Also, the 
s, which are omnipresent, 
quickly. There is little to 
detract from SC2K, though. Be warned. 
Playing this game may be extremely 
damaging to your health. You may 
decide, as | did, that playing this game 
is more important than a good night's 
sleep. -Steve 
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THEROIDS CAN’T RESIST THE 


GOODNESS OF BRAN. 


LEAD YOUR BIO-ENGINEERED ARMY OF BEASTS TO 
VICTORY IN UNNATURAL SELECTION! 


You were working on a top secret pro- 
ject, trying to create a cheap, nutritious 
food source to end world hunger. Unfor- 
tunately, one of your colleagues has 
seen a different potential in the three 
types of docile, massive Theriods you 
created to feed the starving people. By 
augmenting their breeding patterns and 
Causing mutations, you can create an 
army of nearly unstoppable mutant 


beasts. That’s exactly what your former 


friend is trying to do. 

The only way to stop here is to create 
your own army of creatures. Use the 
various functions of the labs to create 
creatures to your specifications, cause 
mutations to enhance particular skills 
and weed out the rejects via your data 


Your assistant Andy will help you get your 
systems on-line. 


Unnatural Selection 
by Maxis 


Game Summary 
Giant critters eat, fight and make 
baby beasties while you prepare 
them for war. Science combined with 
Strategy making for a unique contest 
of skill and wits. 


Overall 
Rating: 


Requirements: 


80% 


386SX or better, 640k 
VGA, mouse 

Sound Blaster, 
Sound Source 

Mouse (required 
Available for: PC and compatibles 

| Designed by: Jim Simmons, Peter Fokos 


Distributed by: Maxis 
Retail Price: $59.95 


Hard Drive Space: 14.5 Meg 
No. of Players: One player 


Sound Support: 


Controller: 
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Preset lab missions will help you better 
understand the needs of your Theroids. 


base. Then, as you approach the 
Theroid infested islands in the South 


Pacific, you must send your troops into ‘ 


battle. 

Food is critical to Theroids, so YOu 
need to plan ahead and bring along 
something for them to eat on the islands. 
Additionally, you can increase their 
urges to fight, mate and stay healthy by 
packing rage and lust inducing foods 
and bran along with their normal diet. 

While mutations will help some of your 
creatures to improve in several areas, 
they will also cause deadly viruses to 
spring up in your population. Using the 
handy database feature, you can either 
Cull out the infected specimens, or 
rearrange the walls in the lab and put 
them in their own pen. 

For those more interested in the cre- 
ation of the Theroids, there are also a 
number of set lab experiments that give 
you more of an understanding of these 
strange creatures. These lab missions 
can also be helpful in learning how to 
effectively breed your synthetic merce- 
naries so they can help you save the 
world from mutant invasion. 


Good mating instincts will ensure a sizable 
force for the coming battle. 


Interface * Playability * Graphics * Sound « Replay Value 
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Biology freaks everywhere may now 
rejoice: a artificial life modeller has 
been released. Unless you’re Mendel 
or Darwin, however, US is not much 
more than a mildly intriguing toy. The 
military scenarios are okay if you 
view them aS an exercise in applied 
breeding; trom @ tactical level, you’re 
dumping troops you Cant eontro! on 
an enemy Who’s better than your 
troops. Ahe@ lab section of the game 
is much better asa databasing toy. 
After a while, though, ft begins to 
pale for me (inject more subjects. . 

wait for more mating to occur. . . up 
the mutation rate. . . cull the popula- 
tion for desirable traits. . . repeat, ad 
nauseum). The premise is better than 
the game, unfortunately. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value | 
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| thought the lab simulator was an 
interesting toy, allowing me to prac- 
tice lab techniques which could be 
applied to the game; the game itself, 
however, offers too little time to apply 
most of what you learnt got through 
the first three situations in the game 
without much trouble, but the fourth 
completely"swamped ime: | only had 
about fifteen minutes Of actual game 
play between the third and fourth 
mission, and that’s simply not much 
time to apply genetic’stimulation in 
your Theroid population. For the 
specifics: graphics, sound and music 
are excellent, and the interface is. 
completely workable from the start. | 
like this game, but I’d spend all my 
time in the lab. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 


89 80 os a7 74 


I'm not sure what to think about 
Unnatural Selection. | really enjoyed 
playing around in the lab; it was sort 
of like SimLife with only three differ- 
ent creatures. | wasn’t that impressed 
with the military portion of the game. 
The basic strategy is to establish a 
beachhead, using the noisemakers, 
send in aot of lust-producing food 
and keep/sending in animals. The sit- 
uations; get harder, but they really 
don’t change. Watching the creatures 
is fun’ PIP play around with it some 
more, but | probably will soend most 
of that time just cooking up new 
things in the lab. Some of the voice is 
good, but the player’s character voice 
is terribly overacted. Interesting, but 
ultimately sterile. -Steve 


2 Gra ipa 


TBEUL 


a 


7 7a Ll P Be yvait 4 47 
a | Where will you fire the first shot? 


ry ecreate the power and excitement of the Civil War! As the 
. leader of either side in this challenging simulation, you 
A. “recruit, train and direct your armies around the American 
| Ya a countryside. When two armies clash, fight out a Micro Miniatures 
Authentic historic interludes faithfully recreate che  Dattle in fast, high-resolution animation! Historically authentic, 
i ih A als The Blue and the Gray features up to 200 animated figures per 
battle, naval units and blockades, river and rail transport, 
breathtaking graphics atmospheric sound and music. 
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ONLY DEDICATED PINBALL 
ENTHUSIASTS NEED APPLY! 


CRYSTAL CALIBURN BRINGS A NEW LEVEL OF TABLETOP 
EXCITEMENT TO THE MACINTOSH! 


From the makers of Tristan Pinball and 
Eight Ball Deluxe comes Crystal Cal- 
iburn, a new machine designed to pro- 
vide the. best in pinball excitement for 
Macintosh users. The game board fea- 
tures two realistic three-dimensional 
ramps, an underground tunnel, a quick 
move feature that scores additional 
points for repeating particular shots 
rapidly and exciting multi-ball play. 

Like many real pinball machines, Crys- 
tal Caliburn offers a variety of targets to 
hit and goals to reach. Sending a ball up 
the right hand slide, when lit, will acco- 
lade one knight. To complete the aim of 
the game, twelve knights must be creat- 
ed. Then, a shot up the left ramp will 
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Shooting for the two ramps will light a num- 
ber of important rewards. 


Crystal Caliburn 


by StarPlay Productions 


Game Summary 
Created by the makers of Tristan 
Pinball and Eight Ball Deluxe, Crys- 
tal Caliburn represents LittleWing’s 
strongest effort on the Macintosh to 


a io 


Overall 
Rating: 
256 colors, 4MB RAM 
13” monitor or larger 


Requirements: 

Sound Support: N/A 
Controller: Keyboard 
Available for: Macintosh 
Designed by: LittleWing 
Distributed by: StarPlay Productions 
Retail Price: $59.95 


Hard Drive Space: 
No. of Players: 


1-4 players 


COMPUTER GAME REVIEW 


Se 
Py 
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In the Multi Battle, the points add up as the 
action intensifies. 


returning up the right ramp can the play- 
er bring the Grail back to Camelot. 

This is the ultimate goal of Caliburn, 
since once the Grail is brought to 
Camelot, every target and special fea- 
ture in the game is lit including the Magic 
Spear Field, which gives the player ten 
times the points scored for 40 seconds. 
To get a really high score, you need at 
least one Grail. 

Other features include the three ball 
Multi Battle which can be achieved in 
several ways. If you can lock three balls, 
you get it automatically. Another way to 
get this is to light the Surprise Attack 
light and launch the ball up the left ramp. 
Finally, light Merlin’s Cave and the wiz- 
ard will cast a spell for you, one of which 
may well be Multi Battle. While you can’t 
get the Grail when you have more than 
one ball active, three balls on the table 
dramatically increases your chances of 
accolading the twelve knights you need. 

PC players need not fret about Cal- 
iburn’s current Macintosh-only format. 
StarPlay and LittleWing are currently 
developing Caliburn for the PC to be 
released in early ‘94. 


The Auto-Battle feature allows you to lose a 
ball without penalty. 


Interface * Playability * Graphics * Sound « Replay Value 
87 91 86 88 91 


CC is an excellent pinball simulator, 
fully capturing the strategy and skills 
of pinball while lessening the arbi- 
trariness and frustration inherent in 
some games. This is not computer 
pinball—this.is solid state pinball on 
your gomputer. ve Spent many 
hours trying to nail that Grail and 
release Multi Battle jwSt one more 
time. CC is notyabout hitting, random 
targetS and Bumpers; it’s about using 
accuracy and luckto take advantage 
of the architecture of the game 
board. I'd always viewed pinball as 
an exercise for the reflexes only. 
While this certainly uses those reflex- 
es, it also stretches your mind as well 
and keeps you playing through many 
silicon quarters. -Kevin 


_. The perfect real-life pinball game is 
_ still Eight Ball Deluxe, but this is 
_ about as close to perfection as you 
can come on silicon. The graphics 
and sound are incredibly good, and 
the game is.eminently_playable. The 
_ only flaw 1 found |was the flipper 
~ action,/ which was apparently con- 
trolled by ayrandom number genera- 
tor. Letting the ball roll out to a point 
_on the flippef which, in a physical pin- 
_ ball game, would have allowed a per- 
fect shot*(faWs of physics and all 
that), results in a shot that, more 
often than not, has no basis in the 
real world at all. This ticked me off 
- but didn’t prevent me from thoroughly 


a enjoying this game. If you like video 


pinball, you'll enjoy this game. -Ted 


Interface * Playability * Graphics * Sound » Replay Value 
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Tristan was good, Eight Ball Deluxe 
was good. Crystal Caliburn sets a 
new standard. For realistic pinball on 
a computer, there is nothing like this 
game. While | still would like gravity 
controls and animated.displays in a 
computer pinball game, the lack of 
those features here was notia great 
travesty. Ve Spent aloof time with 
this one (and have almost broken 
100 million),and | plag to Keep play- 
ing atleast until | hit@hat. Caliburn is 
a tough table, has alot of targets and 
a lot going on, and takes practice to 
play well. These factors add up to 
make it the best computer pinball I’ve 
played in a very long time. This has a 
permanent spot on my hard drive. 
‘Nuff said! -Steve 
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IMPRESSIONS AUTOS 


Design cars and put them through their Create unique marketing campaigns to As your auto empire grows, open up new 
paces with a variety of performance tests! blow away the competition! factories and sales offices around the world! 


©1993 Impressions Software Inc Committed to Excellence in S trategy Entertainment IBM PC VGA Screenshots 
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THE FUTURE STILL HOLDS 


DEATH. . . AND TAXES. 


CRIME DOES PAY. BUT CAN IT BUY OFF THE DEATH 
SQUADS OF THE IRS? BEWARE—THE TAX MAN COMETH. 


Out of the frying pan, into the fire. 

Jack T. Ladd is your typical 22nd-cen- 
tury professional thief: he’s dapper, 
Suave, and in trouble over his eyeballs. 
Fleeing from a botched “business deal” 
(tried to sell stolen artwork back to same 
museum stolen from. Proprietor not 
amused), Jack “acquired” a cursedly 
slow, nearly unarmed spaceship. Too 
slow and unarmed, in fact, to escape the 
fastest, most heavily armed ship in the 
sector—the Internal Revenue Decimation 
Service. See, in the wide wonderful 
world of the future, the IRS has the right 
to use deadly force to collect taxes. 
Jack, though conscientious in all other 
social and legal matters (you bet!), 
somehow neglected to mention any of 


Deal with honest and sub-honest characters 
as Jack tries to buy off death by taxes. 


Innocent until Caught 
by Psygnosis 


Game Summary 
Stroll around a graphical adventure 
set in a dim, somewhat humorous 
future. Do mildly morally repugnant 
things to placate heinous authority. 
Hang around in bars. 


Overall 7 ar 
Rating: o 
Requirements: 1 Meg RAM 
Hard Drive, VGA 
Sound Support: Roland , Sound Blaster 
. and compatibles 
Controller: Keyboard, Joystick, Mouse 


Hard Drive Space: 


No. of Players: One player 


or COQCOnA DITTO D MARAGS WEtrroxcrsy 


The IRS shows you the gentle indignities of 
Klepto the body search robot. 


his illicit earnings over the past twenty 
years. Not to worry, the Combat Auditors 
Say, no need to make a fuss over such 
ticky details. They’ll just set a reason- 
able estimate and a reasonable time 
period for repayment; say, a gazillion 
dollars and twenty-eight days. Unless he 
can cough up the cash, they’ll torture 
him, sell off his internal organs, and then 
kill him. Jack’s in trouble deeper than 
any of his previous slimy schemes. Can 
you get him out? 

Join Jack as he skims across the 
seamy underside of three planets, a 
cloud city and at least four bars. Bereft 
of cash, luck and hope, he’ll have to 
scam, lie and coerce anybody from a 
miserly pawnbroker to an interstellar 
biker gang to a very annoyed room full 
of police officers. Enjoy Hypertext-style 
interaction with dozens of characters: 
deal with their petty problems and enlist 
them, witting or unwitting, in your quest 
to pay off an amount so large that 
astronomers can’t handle the sum. 
Eight-way scrolling and full perspective 
scaling complete the hazardous dark 
world that Jack struggles to survive in. 


Yet another seedy bar. It’s dark, loud and 
smelly, but to Jack T. Ladd, it’s home. 


views | 


Interface * Playability « Graphics * Sound « Replay Value 


85 83 $5 75 50 


[UC is another entry into the huge pot 
of walk-around, grab-all-the-objects- 
and-use-them graphic adventure 
games. Unfortunately, mediocrity has 
seized it, and it cannot struggle free. 
True,.its humor is understated (a big 
plus these days), its interface is gen- 
erally unobtrusive, and if takes place 
in a world filled with Shadyegangsters 
and nubile Bar patrons; but | was 
never more than mildlysamused or 
entertained. Graphieés and sound are 
both slightly above average; in fact, 
all the components of the game are 
well done. In this case, however, the 
whole is worth less than the sum of 
its parts. IUC just lacks the spark that 
elevates a decent framework into a 
good game. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
a 80 fe {3 45 


When you come across a graphical 
adventure game, you expect the 
graphics to be a little better than this. 
The premise for the game is excel- 
lent, though, as I’ve always had the 
urge to.lie, cheat,and steal my way 
around the 1RS. Sound js kind of 
clunky, but thé music is okay. | can’t 
say | hated this game, But Ilalso can’t 
say | truly liked it-“Tts“simply very 
bland, and Bland’ games don’t wear 
well. The interface was alright, but 
contro! (particularly when picking up 
objects) is a bit iffy. If you want a 
somewhat pleasant diversion to pass 
time on your laptop at an airport bar, 
this game will do very nicely; if you’re 
looking for an epic adventure game, 
don't bother with this one. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
82 68 72. 6 45 


Games that are intentionally funny 
either succeed or fail miserably, in 
general. I|UC walks a fine line 
between these two possibilities, pre- 
senting a wise-cracking hero who 
has just.enough sardonic wit to give 
a chuckle now andthen. Additionally, 
it draws you in with a Very interesting 
premise. Once in, you guickly realize 
you've been suckefed. It’s pretty 
standard adventure game fare; walk 
around, pick up stuff and try to use it 
wherever you think’ it might work. 
Additionally, the control is clunky; it 
took me about ten tries to pick up the 
cane in the (ahem) house of ill 
repute. [UC is part of the way there, 
but its lack of control drags my opin- 
ion way down. -Steve 


Dracula is 
back, driven by | 
revenge and a hunger for 
human blood. Follow a 
trail of vampire brides, — 
corpses, and wolf tracks - 
through the streets of Rae, | 
Youdirectthe drama, 
suspense, and passion as 


you are drawn into a world of evil a 


where every decision and action you 
make is inextricably tied to the ets 
ofthose youlove. 


From the creators of | tee 
Sherlock Holmes Consulting Detective™ 


HORROFE 


MOVIE 


‘er 90 minutes of captivating 


video and an original 
oundtrack draws you into 
the center of the action. 


eting scenes propel 
multiple pathways 
inal confrontation. 
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NEW MEDIA 


You are the last of your species, a 
race of people from another dimension, 
who were granted the gift of metamor- 
phosis by their gods. You must seek the 
jealous god Malkor and strike him down 
so that your species may fluorish again. 
Only by defeating his allies will you gain 


Shadowcaster 
by Origin 


Game Summary 
First-person perspective RPG. 
Main character is a metamorph. 
Explore, hunt for treasure, kill things. 
Gain different shapes by completing 


Overall 
Rating: 

386DX-33 and up, VGA, 

4MB RAM, DOS 5.0 


Requirements: 
Sound Support: Sound Blaster/SB Pro 
General MIDI 
Mouse/keyboard 
PC and compatibles 
Raven Software 

Origin © 

$79.95. 
16 Meg 
One player 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: _ 
Hard Drive Space: 
No. of Players: 


8 COMPUTER GAME REVIEW 


Your first battle. Your dear mother would be 
oh so proud of you! 


your metaforms; only by gaining all six of 
your metaforms will you be able to 
defeat Malkor. 

Welcome to Shadowcaster, the long- 
awaited game from Origin. Played from 
a first-person point of view, you must 
adventure through many different levels, 
seeking out weapons, health, power, 
and magical items. There are hundreds 
of obstacles to your success, but you will 
gain the ability to morph into several dif- 
ferent species in order to cope with 
them. Beings aligned with Malkor will try 
to thwart you, as your failure will mean 
death to the gods who oppose him. 

Your journey starts with a story from 
the man who has raised you, known to 
you only as Grandfather. He tells you of 


MAORINS 
AND CAUNS 
AND SSAIRS, 


OH MY! 


METAMORPHOSIS: IT’S NOT 
JUST FOR KAFKA ANYMORE. 


Swim for your life! You’ve become the crea- 
ture from the Black Lagoon! 


your species’ plight: their glory, downfall, 
and destruction. As you adventure, your 
metaforms will allow you to run, swim 
and even fly through the vast dungeons 
inhabited by Malkor’s creatures. You will 
have to overcome pools of acid, rivers of 
blood, hidden traps, and floors of vol- 
canic lava. 

Each of your six metaforms has cer- 
tain strengths and weaknesses. You 
must discover the best strategies for 
using each. Items found in the dungeons 
may be specific to a metaform, and each 
metaform carries its own inventory. An 
intuitive interface allows you to develop 
your own techniques for fighting and 
travelling. There is also an automapping 
feature which is readily accessible with 
the click of a mouse button. Since magic 
is item-based rather than spell-based, 
you won't be bogged down with need- 


With the Maorin form, your strength is great 
and your claws are sharp. 


Gates appear easily in the beginning, but 
puzzle-solving skills are needed later. 


less memorization. Text is kept to a bare 
minimum. 

The dungeons are completely 
bitmapped artwork, so scrolling is quick 
and smooth; digitized sound effects add 
to the realism inherent in a first-person 
perspective. A dynamic soundtrack 
helps keep your blood pumping as you 
maim and kill your foes, whose dead 
bodies will soon litter the bloodstrewn 
corridors of the Shadowcaster world (the 
bodies do not disappear until you move 
to another level of the dungeons). 


One of the most menacing figures in the 
game is the four-armed critter. 


The shapeshifting takes place before 
your eyes; you don’t convert from one 
form to another instantaneously. The 
morphing is fascinating to watch, and 
heightens the suspension of disbelief 
which must occur in any good game. 

In addition to the requirements at left, 
an interesting side note is that Shadow- 
caster supports the Logitech CyberMan 
pointing device. Since we haven’t tested 
it with this device, we cannot say how 
well-supported it may be. 


Malkor attacks! Have you got the right stuff 
to defeat him? 


"sumed by the hypnotic passion 
_ characterizes (for me, any 


ss 
85 


Style over  eudeance: it’s ‘not tdust 4 a 
metaphor for the 90’s anymore. 
Shadowcaster is an interesting 
engine laden with new possibilities 
and excellent graphics and extras. 
Unfortunately, it’s still mapped over 
the same old formula: find tk 
wizard and kill him. There 
faults | could find with the me 
of the game itself—except t 
face. While it eventually b 
easier to use with practice, 
came close to intuitive fo 
Beyond that, the game is filled with 
the sort of extras that show that time 
and care was lavished on it, like dif- 
ferent heights for each form. Each of 
the six alternate forms has very 
imaginative powers and abilities; 


‘Playability 
oT 


” 


. “Thoroughly entertaining” is aio 
_ not enough. This game occupied my 
__ waking hours for about four straight 
_ days of twelve-hours-a-day play. As 
_ soon as | got the hang of the inter- 
_ face (fighting takes some getting 
- used to), 
_ would talk to me, but all | h 
a meaningless stream of i 


| was gone. Co 


babbling. | would walk to t 
machine in a xanthic daze, 


great game. | could hardly bear to go 


_ home at night (sorry, Erica) this 
_ game was so good. The graphics are 
__ beyond incredible. The interface is 
_ well designed and implemented. The 
' music is definitely background, but 


Interface « 


: _Playability 
86 75 
Shadowcaster looks pretty. It sounds 
good, and the plot is pretty tasty as 
well. What’s wrong with this picture? 
In a word, interface. | found the 
mouse severely limiting in terms of 
playing the game and was forced to 
resort to a keyboard/mouse 
neous control scheme simila 
of Terminator 2029. Problem 
the T2029 worked better. 
might, | had a terrible time g 
game to play decently. It w 
speed problem; in fact, on a 
the graphics are incredibly smooth 
scrolling and the animation is near 
flawless. It just does not control well. 
It is, however, playable, and it is 
worth playing. Once you get used to 
moving around, the game can be 


"Graphics 


Graphics 2 
oS... 


Graphics ° 


Sound 

nogotlalticity athe various s puzzies atten 
requires the odd special abilities of 
many different forms. My only real com- 
plaint with the game is that this sleek 
racing car has to run on such a well- 
worn old track. It’s a gigantic, exciting, 
d dungeon crawl. Intelligent 
is limited to ducking fireballs 
ing fists. The big final climax 
Dark Evil Lord™ consists of 
in one tough form and repeated- 
king him with a blade while he 
s through exciting but ineffectual 
forms, until arbitrarily dying. As gamers, 
we love the style, the flash, and the 
power of this engine; but we also need 
and deserve compelling storylines, real 
characters and commitment to a world! 
that’s more than a curt -Kevin 


Sound — Dige: Value | 
98 84- 


wal preheStaled nonethalgess The 
sound is organic, instrumental to the 
very core of the game: in places, it 
made my heart leap through the back of 
my head, | was so panicked. Many of 
the levels are extremely dark, but don’t: 
monitor: they were designed 
heighten the feeling of angst 
ience whenever you can’t 
had this game on hold for a 
nded period of time; | can 
now s at it was well worth the wait. 
Scrap ur Shekels together and go 
buy this game: it is not only more cost- 
effective than plugging quarters into 
your favorite arcade game, but the 
rewards are greater as well. | can see 
myself replaying this one for some time 
to come. -Ted 


* Sound — _ Replay ae 
92 a —45- | 
pretty rewarding. There’ Ss a lot of eye 
candy here, which keeps you playing. 
The mist effect on some of the levels, 
the screaming walls and more make 
Shadowcaster a treat for the eyes. The 
music is also well-scored and adds 
he experience. | found part of 
unintentionally funny (Kirt, we 
talk. . .we’re from another 
Talk about a leap of faith!). 
ing that occurs when you 
ape is neat, as are some of 
t es you change into. It would be 
nice to be able to switch from shape to 
shape without going back to Kirt. Hope- 
fully, in the sequel (you know it’s com- 
ing), you'll be able to, and there should 
be some more shapes, too. Entertain- 
ing, but not enthralling. -Steve 


Be ae ee eee os eee esse, oe, a a a da ak Gee es aie ae - 


The King is dead. His brother is SUPERB GRAPHICS The “Heirs to the Throne” computer 
returning from the crusades. The UP TO 4 PLAYERS game is for IBM PC. It can be obtained 
barons are vying for power. It is your SIMPLE AND INTUITIVE INTERFACE through your favorite retailer or call: 
job to challenge the rogue barons GREAT COMPUTER OPPONENT 1-908-788-2799 


and bring the kingdom together. The a: 
olhers have mace their stand. Now 30 DIFFERENT OPTIONS FOR EACH GAME (You or by writing to: 


ou must lead your troops to victo control it all) QQP—495 Highway 202 
goa inc dete Pa id @ UNLIMITED VARIETY OF LAND TO CONQUER Flemington, NJ 08822 


and through forests. You have the e MANY TERRAIN TYPES (Effecting Production and = Copyright 1993 Q.Q.P. All rights 
potential . . . it's up to you and you Combat) reserved. IBM is a trademark of 
alone. e@ HALL OF FAME International Business Machines. 
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Seek out the seven secrets of life 
.... Can you forge through the 
evil that Jurks in the depths of the 
eerie dungeons, the ominous 
castle towers and the savage 
countryside? Play alone or with 
a partner. Simply, one fine 
adventure and role playing 
endeavor. 


1) 


I WASMATLIN Ih 


_.. the Seven Secrets 


of Life’”’ 


MODEM PLAY 

1 OR 2 PLAYERS WORKING TOGETHER 
OR IN HEAD TO HEAD COMPETITION 
BREATHTAKING GRAPHICS 
FASCINATING ECONOMIC SYSTEM 
LARGE VARIETY OF MONSTER TYPES 
OVER 50 DUNGEON LEVELS 
AUTO-MAPPING FEATURE 


The “Red Crystal: Seven Secrets of 
Life” is for the IBM PC. It can be 
obtained through your favorite 
retailer or ordered directly by 


Calling: 
908-788-2799 
1993° Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


BLOODNeET: BRAM STOKER 
MEETS WILLIAM GIBSON. 


VAMPIRES HOCK THEIR EYETEETH TO LAY THEIR HANDS 
ON CYBERSPACE DECKS AND SOUL BOXES. 


Subtitled “A Cyberpunk Gothic,” Blood- 
Net is set in the gritty, urban wasteland 
of Manhattan, 2094. Megacorporations 
oppress the masses, concealing their 
operations from prying eyes behind 
walls of ICE. Only a true hardware cow- 
boy can find the chinks in the armor of 
the ICE, striding the datastreams of the 
Net. 

You are Ransom Stark, and you’ve 
been hired by a mysterious yet beautiful 
woman to erase information from the 
Net concerning her existence. When 
you've completed this rather simple (for 
you) task, she will reward you with 
50,000 credits, and possibly herself. She 
says her name is Melissa van Helsing... 

A few days pass, and the job is done. 


Combat can get intense as large parties 
square off. 


BloodNet 


by MicroProse 


Game Summary 
Stop Abraham van Helsing from 
becoming ruler of the world, and 
thereby free yourself from his 
undead curse. Explore the worlds of 
Manhattan 2094 and the Net. 


Overall 
Rating: 


Requirements: 


19% 


386-16, DOS 5.0, 
VGA, 2MB RAM 
Sound Blaster, AdLib, 
Roland 
Mouse/keyboard 

PC and compatibles 
Designed by: MicroProse 
Distributed by: MicroProse 
Retail Price: $59.95 
Hard Drive Space: 9 Meg 
No. of Players: One player 


Sound Support: 


Controller: 
Available for: 
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Elvis is alive and well and living inside of 
the CyberNet. 


As you await payment in Melissa’s pent- 
house apartment, Abraham van Helsing 
attacks you, turning you into one of the 
undead. Or so van Helsing believes... 

You awake hours later. Unknown to 
van Helsing, your neural implant has 
drastically slowed the rate at which the 
vampirism is overtaking your body. 
Slowed, but not stopped. You must do 
everything in your power now to over- 
come van Helsing, and beat the virus 
which is slowly shredding its way to your 
soul. 

BloodNet combines two fin de siecle 
genres into a compelling blend of social 
ostracism and Generation X values. You 
must gather compatriots to fight the 
spreading vampire virus while at the 
same time maintaining your own human- 
ity. Yet still you must feed, and every 
time you do, you'll lose a little bit more of 
that humanity. Time becomes a precious 
commodity, to be hoarded when possi- 
ble. Access to the Net is limited, with 
addresses hard to come by; beware the 
rabid viruses which attack without warn- 
ing. Use your time wisely, and you will 
live. 


Explore the strange regions of the Net to 
discover the ways to defeat Van Helsing. 


Interface * Playability * Graphics * Sound Replay Value 
84 80 88 85 45 


Bloodnet covers two thematic 
areas—vampires and cyberpunk-that 
some people drool over and | don't 
care much for. That said, this game 
is a pretty good blend of the genres 
as well as.a decent game.on.its own. 
The biggest problem it faces is its 
ambition. The undead and cyber- 
space both depend on mood and 
style, which is hard to get across on 
silicon. Bloodnet tries”anyway ina 
reasonably @ngaging manner for yet 
another Qraphic walkaround adven- 
ture, including a surprisingly open 
plot for such a linear type of game. | 
especially liked the realtime/turn- 
based combat, with mounds of detail 
that are easily ignored for speed. It’s 
worth looking at. -Kevin 


Interface * Playability * Graphics * Sound » Replay Value 


63 72 2 «0 41 


Art imitates. . .well, art. Abraham van 
Helsing looks startlingly like Foster 
Grant in vampire drag. If you enjoy 
vampire stories, this game will 
appease your bloodlust. If you liked 
Neuromancer (or Burning Chrome, 
etc.), youll probably find the depic- 
tion of the Net pretty below average 
(although a dragon named Elvis is a 
nice touch). Whe interface was a bit 
difficult4o adjust to,.and the game 
probably could have done without the 
extremely simplistic Combat mode. 
Graphics are grainy, although manip- 
ulable objects are well defined. 
sound and music are pretty blase. In 
theory, this is a great game, but in 
reality it just wasn’t a whole lot of fun 
to play. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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The vampire element in Bloodnet 
doesn’t quite fit with the rest of the 
game; the only way it really affects 
the plot is that it gives you a time 
limit. The game would be basically 
the same.with.a different.time restric- 
tion in place and no vampirism. Still, 
the mix of genres is pretty interesting. 
| also like he tdea Oftrying to save 
my characters humanity in a world 
that has become no longer a human 
one. IMé graphics are Suitably dark 
and grimy, except for the Net, which 
is really pretty funny. The interface is 
decent, although nothing new. Some 
will find the pull of Bloodnet irre- 
sistible. | thought it was intelligent, 
but I’d be hard pressed to call it fun. 
Not bad, not great. -Steve 


How you interact makes the difference... 
between life and death! 


The year is 2057. Earth will only support life for the story unfolds...all the clues you need await your 


full-length, cinematic adventure experience! How you 
interact with real on-screen actors determines how 


another decade. You’ve enlisted to help conquer discovery. Six different action segments challenge you 
‘Tar-Palantire, possibly Earth’s only salvation. Explore _ with new situations and constant 


a detail-filled virtual environment, navigating both danger. All presented 
interactive and arcade-style action scenarios that test _jn realistic video, with 16-bit 
your skill at space-age combat and role-playing. CD-quality sound. The 
High Adventure In VirtualCinema! : challenge awaits at a 
VirtualCinema makes you the main character in this software dealer near you. MEDIA VISION 


Call 1-800-845-5870 for information or a dealer near you. Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538. Fax (510) 770-9592. Quantum Gate and VirtualCinema are trademarks of 
Hyperbole Studios. Media Vision and the Media Vision logo are trademarks of Media Vision, Inc. © 1993 Hyperbole. All other trademarks are those of their respective owners. 
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DISINFECT THE NET IN A 
BLAZE OF FIRE AND GLORY! 


FIGHT PERNICIOUS DATA-EATING VIRUSES AND THEIR 
DREADED Al MASTERS IN A VIRTUAL WORLD. 


The alarm has sounded-intruders on 
the Net! Launch your defense onto the 
wild sections of cyberspace. It’ll take 
quick reflexes and a steady trigger finger 
to destroy the rampaging hordes of 
viruses that threaten the very integrity of 
the Net. 

Posted for destruction are a variety of 
pernicious and tenacious S.C.A. viruses, 
including the dreaded Muncher Strains 
One and Two (wanted for unauthorized 
Net access, eating data packets and 
scaring legitimate users of the Net). Deal 
with the direct threat of the data spiders, 
who are rumored to hide in data packets 
until springing out, Trojan horselike, near 
sensitive areas. Suffer assault by the 
treacherous Spike Viruses, balls of 


Soar across the virtual planes, stopping to 
destroy all the viral infection. 


MacAttack 
by GameTek 


Game Summary 
High-speed simplistic linear shoot- 
er in the Tempest vein. Extra good- 
ies like shields and bombs help 
destroy a variety of simple-minded 
villains and their bosses. 


Overall 
Rating: 
Requirements: 


2 MEG RAM, 
Color Monitor 


Sound Support: N/A 


Controller: 

Available for: 

Designed by: Gametek 
Distributed by: Gametek 
Retail Price: $24.95 
Hard Drive Space: 


No. of Players: 
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Roger Kemper 


inal Muck 
Han Korobkin 


Renee! Frishie 
Rager Kemper 


Only you can defend the data of thousands 
of innocent users. 


dense code that resist attack thoroughly 
(and in some cases, are truly invulnera- 
ble). 

Zoom along data pathways, firing with 
wild abandon at careening viruses. 
Luckily, most are unable to battle you 
except in close combat. In fact, the 
Muncher Strains are especially vulnera- 
ble to massed streams of fire. These 
viruses do have defenses, however. 
Data spiders who reach behind your line 
will advance upon you laterally, immune 
to normal firing arcs. It takes a special 
combination of timing and patience to 
destroy them then, or the use of a dedi- 
cated smart bomb. 

Small viruses are not all you'll be fac- 
ing. The massive Al engines at the root 
of the trouble require destruction as well, 
and it won't be easy. Ray beam fire and 
guided missile weapons, for instance, 
combined with heavy armor and vicious 
tenacity, make their destruction far from 
assured. 

MacAttack features thirty levels of play 
with password access, plus digitized 
sounds and music, five levels of difficulty 
and save game capability. 


3 2 eS 3 


Interface * Playability * Graphics * Sound * Replay Value 


75 80 83. 72 43 


Hey, what’s that? It’s flashy, it’s 
spunky, it sounds neat, it’s thinly dis- 
guised Tempest for the Mac! Decent 
graphics and reasonable game play 
meet a thorough lack of design ambi- 
tion for a ho-hum experience ata 
Mac near you. Move and spray shots 
down a linéar battle space. Missed a 
few? Go Dack amd get them in your 
second pass—you fl have time for five 
or six Before youre in real danger. 
There aré @ few different kinds of 
enemies, none really that different 
from the others. Shoot them too. Oh, 
it’s difficult enough at higher levels, 
and the Al bosses are sometimes 
tough, but the enemy that this game 
just can’t beat is the deadliest of all: 
creeping ennui. -Kevin 


Interface * Playability « Graphics » Sound « Replay Value 
90 89 91 90 81 


The arcade game Tempest comes to 
your Mac in a different form. Graph- 
ics and sound are typical Mac; voice 
effects are a nice touch. | can't say | 
really disliked this game, but it wasn’t 
exactly.a.game | would play 24 hours 
a day, either. lf you feel the need to 
play yet another rehashing of an 
excellent/oldeér arcade game, you 
might like MacAttack "Its @ decent 
way to blow off the last five minutes 
of your working day; the game seems 
designed’ to be no more and no less 
than that. Boss levels are an added 
twist, but they don’t add much to the 
game (other than offering a monster 
that takes more than one shot to 
destroy). Get it if you feel the need; 
otherwise, don’t bother. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


85 86 89 §684 80 


Tempest comes to the Macintosh 
with a new storyline. If you loved 
Tempest in the arcade, MacAttack is 
a pretty decent version of it. It is 
easy, even on one of the harder lev- 
els, although. the action. really picks 
up in the later rounds. 1he, graphics 
are very crisp, and while the sound 
isn’t exciting, the little Joites of “Let’s 
go” and/ Excellent’ are nice addi- 
tions. Game play 1S pretty basic: 
move 4né mouse trom side to side 
and click the button to shoot. Bosses 
add a challenge while making the 
game suitably different from Tem- 
pest. It's not a great game, but when 
you've got a few minutes to spare, 
this will do nicely. No real substance, 
but still fun. -Steve 


BEWARE, 


HINE IS IN MORTAL DANGER! 


; 
Psygnosis ' 
675 Massachusetts Ave. 
Cambridge, MA 02139 
(617) 497-7794 
Bram Stoker rk of Cc 91a Pictures Industr In 1992 C 
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SHE’S MUCH NICER WITHOUT 
ALL THAT ARMOR. . . 


IN A DAZZLING DISPLAY OF SEXISM, ANIME MIXES WITH 
DOMINATION FOR GUYS WHO DON’T GET OUT MUCH. 


Welcome to MeCha Island, home of 
the world’s most popular (and illegal) 
sport—Robo Fighting! This peaceful 
beach paradise is home to the world’s 
best Robo Armor technicians, shops. . . 
and warriors. 

Take a bankroll to MeCha. Actually, 
you'd better take several. The Robo 
Tournament is deadly to the unskilled or 
low on cash. Go to the Boom-Boom, the 
premiere bar on MeCha, where the big 
boys (and girls) hang out. 

Visit Armor Al and pick up your first 
suit of Robo Armor: it’s powerful, fast 
and revealing. If you can make contact 
with the Old Man of MeCha, maybe you 
can purchase additional power and spe- 
cials for your Robo Armor. Prepare your- 


ae 


STN ER 


one Robo Battles. . may the best babe win! 


Metal and Lace 
by Megatech Software 


Game Summary 
Single combat fighting game with 
power-ups thrown in. Main idea is 
defeating anime women in order to 
‘see them without armor in more 
comfortable surroundings. 


Overall 5 6% 


Rating: 
386 or faster 


Requirements: 
640K, VGA, Hard Drive 
Sound Blaster 
and compatibles 
Controller: Keyboard, Joystick 


Available for: PC and compatibles 
Designed by: Megatech Software 


Distributed by: Megatech Software 
Retail Price: $49.95 

15.5 Meg 
1-2 players 


Sound Support: 


Hard Drive Space: 
No. of Players: 
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CASH $ 67.476 Loy 


Hang out at the Boom-Boom, the favorite 
watering hole of MeCha warriors. 


self well, and enter the Tournament. 

You see, the undisputed king of Robo 
Fighting, Gunder, has made MeCha his 
home. He’s surrounded at all times not 
only by his hand-picked corps of four 
Robo warriors, but also a beautiful 
squad of seven of the fiercest (and soft- 
est) Robo Babes on the planet. To get to 
him, you'll need to defeat them at their 
own game. After you’ve bested them, 
you can see each woman without her 
armor in a more comfortable setting. 

Take your armor into battle and hope 
you're fast enough to handle them. You 
can find seven types of Robo Armor on 
MeCha; each requires different skills 
and strategies. Rest assured, your oppo- 
nents will know their limitations as well 
as your weaknesses. Every Robo Babe 
has to be taken in two rounds out of 
three before she will acknowledge your 
mastery of the armor. With cash gained 
from the win, you can upgrade your cur- 
rent armor as well as buy new sets. 

Megatech also offers a NR-18 expan- 
sion disk for those who wish to see the 
various Robo Babes in even more com- 
fortable settings. 

L] MECHA PARTS |] 
EL DEPARTMENT ° 


ms) 
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The old man in the MeCha parts department 
has all the power-ups you'll need. 


Interface * Playability * Graphics * Sound « Replay Value 
80 75 88 80 60 


Um. Well. This software is best 
viewed through a soft gauzy filter. 
The main game is a teched-up ver- 
sion of Street Fighter Il. At that, it’s 
passable, even good. But that’s not 
the real point.of this game. Megatech 
has provided seven “tresh and 
unique”? anime women, Complete with 
“flashy eyes, fine noses and spunky 
hair colors.” The. real point is to beat 
them in combat (fairly difficult) and 
then wateh them undress for you in 
stylized art scenes. Ifyoucan’t down- 
load X-rated .GIF files from bulletin: 
boards, or if you still live with your 
parents, you might want this game 
sheerly for the “Hot Bod” contest 
screen shots. Frankly, this game 
made me feel . . . icky. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value| 
61 67 SS ar 53 


Games for lonely, frustrated geeks 
who don’t have much success with) 
women. Beat women up and make 
them undress. Yes, it’s sexist male 
fantasies on silicon! The actual game 
play is notall that exciting, consisting 
mainly of specialymoves a, la just 
about any kung fu arcade game, only 
not aS well implemented. Graphics 
are Only marginally above average, 
the musie ts twangy and annoying, 
and the voices aré downright irritat- 
ing. If this wasS°meantto be a some- 
what humorous game, it fails miser- 
ably: the humor is nonexistent. The 
designers should hang their heads in 
shame. And if you desire a sexist- 
type review, the women aren't that 


well drawn either. -Ted 


Interface * Playability * Graphics « Sound « Replay Value 
80 60 79 874 62 
First things first; if you’re going to 
play Metal & Lace, turn the voices off 
immediately. They’re cute for about 
thirty seconds and then they grate on 
you. Second, go into it with the right 
attitude; the people buying this game 
aren't doing it because it features 
awesome fighting technique and 
great control. They aré Buying it for 
the anime cuties contained within. 
This is the problem. So much is 
made of the babes themselves that 
the fighting engine has-suffered. If it 
were created as game first, soft-core 
porn second, it would have been fine. 
The other way around, and you get 
(nudge nudge) interesting pictures 
with little game play. Still, stag par- 
ties'Il love it. . . -Steve 


lt took 1400 years, 
but we finally 
sot them together! 
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Wo F and Cao Cao’s devising new ways to 


: VGA color 
eee i aa i reunite China after the collapse of the Second & 2 | 
orca Metibietebdiols Han Dynasty:in ROMANCE OF THE THREE bs Mouse support 
SEAL AN ALLIANCE. PREPARE FOR : 
Tezase & Disasteet KINGDOMS III: DRAGON OF DesTINy. The pt Sound Blaster & AdLib™ 

contest for world domination is about to begin. sound support 

Are you ready? 
KO i ALSO AVAILABLE FOR 

: SNES & SEGA. 
a KOEI Games are available for all systems 
KOEI Corporation, 1350 Bayshore Highway, Suite 540 in retail outlets nationwide! If you can’t 


Burlingame, CA 94010 find the KOEI product you are looking for, 
ier, Se call us at (415)348-0500 (9am to 5pm PST). 


Genghis Khan I! and Romance of the Three Kingdoms III are trademarks of KOE! Corporation. 
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SPACE ARCADE ACTION 
COMES TO WINDOWS. 


EARTH INVASION COMBINES THREE DIFFERENT SHOOT-EM- 


UPS IN ONE ARCADE CONTEST. 


Alone on patrol in Earth orbit, you 
unromantically allow a Cyborg mother- 
ship to saunter past you, thereby raining 
death and destruction on an unsuspect- 
ing human populace. Rather than keel- 
haul you, however, the people of Earth 
beg you for salvation. Thus protected 
against unwarranted lawsuits, you move 
in on the enemy ships, secure in the 
knowledge that civilian casualties are no 
longer your responsibility. 

You begin the systematic destruction 
of your foes in near-earth orbit; the car- 
nage is incredible. At one point, you are 
nearly decimated by what most 
observers agree was what is referred to 
in technical terms as a “lucky shot.” After 
defeating wave after wave of oncoming 


TW 


Earth Orbit Mission is essentially Galaxia 
with a different overlay. 


Earth Invasion 
by 3DI Productions 


Game Summary 
Experience pain and confusion as 
you realize you've just shelled out 
hard earned cash for a product that’s 
really poor. Not responsible for nerve 


damage. 
% 
38% 


Overall 
Rating: 
386DX-25, Windows 3.1, 
DOS 5.0, 4MB RAM 


Requirements: 
Sound Blaster, AdLib, 
Pro Audio Spectrum 
Controller: Joystick, mouse, keyboard 
Available for: PC and compatibles 
Distributed by: 3DI Productions 
Retail Price: 


Sound Support: 


Hard Drive Space: 
No. of Players: 


One player 
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Ground Defense Mission pits you against 
the Cyborgs in a Defender-like game. 


Cyborg cruisers, you decide the time 
has come to move into ground defense 
mode. 

At planetary surface level, your job is 
to turn the tide of the attack by rescuing 
citizens too brain-dead to have taken 
cover at the outset of the alien 
onslaught. These folks are being cap- 
tured by Cyborg Diamondroids, thereby 
increasing the average IQ for planet 
Earth. Your job: kill everything even 
remotely extraterrestrial. 

Your final task is to chase the retreat- 
ing enemy forces back to their own sys- 
tem, knocking them apart piece by 
piece, until there is only a small contin- 
gent of them left. Then, commit xeno- 
cide! This may seem a little extreme, but 
jeez, interstellar racial hatred is your rai- 
son d’étre. Kill, kill, kill! 

If you’re just dying to enter the 
Starfighter Hall of Fame, that’s exactly 
how to get there! Entrance is only grant- 
ed to those who are thoroughly dead. 
Wimps who resign their missions will not 
be granted entrance, since they are not 
considered inspirational enough. 
Remember, dead is GOOD! 


Dodge enemy fire as you try to annihilate 
the enemy, much like Ender Wiggin. 


Interface « Playability * Graphics * Sound * Replay Value 


35 80 so 090 30 


Many people have been waiting for a 
good shooter for Windows. Keep 
waiting. El consists of two boring 
unimaginative arcade ripoffs and a 
third game that manages to be boring 
and unimaginative onwits own. This 
would Mave been kicked OiMthe Atari 
2600 ten years ago: Instead, it’s 
here, clogging Up Windows like pix- 
ilized cholestero! and creating deep 
yearnings for Minesweeper. At the 
higheSt diticuny leyél Gn all three 
games, Iturned it off tm boredom and 
disgust. You can’t even tell when you 
lose a ship; play continues with nary 
an explosion while your ship bar 
drops a tad. It’s unplayable on a 
386—but consider this a blessing, 386 
owners. Stay away. -Kevin 


. Interface * Playability * Graphics * Sound * Replay Value | 


87 75 80 =680 25 


_ The best feature in this game was 
_ the handy “Uninstall” program. While 
| have to admit that the graphics and 
~ sound are decent, the game itself is 
_ tepid and unexciting. The first mis- 
_ sion is like Galaxian with about one- 
_ eighthgthe processof powerThe sec- 
_ ond mission is like Defender without 
_ the thrill. He third mi8sion is unlike 
anything I'We eVer Seen in an, arcade, 
but that may be testament to the wis- 
- dom of most arcade owners. The 
separate difficulty levéls~are a joke, 
since the hardest setting is not that 
much more difficult than the easiest 
_ setting. While some people will prob- 
_ ably like this game, think about this: 
_ some people liked the movie “Stayin’ 
_ Alive.” -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
82 35 1®. 63 30 


It's three games in one, and none of 
them are entertaining! Earth Orbit is 
like Galaxian, except it’s so hard to 
die in this game, | actually had time 
to go get a soda without losing. 
Ground Defense is just Defender, but 
i's pretty shoddy. The Deep Space 
mission iS a first-person,shooter bet- 
ter left alone. | looked fOr Some level 
of controfand couldnt tind it any- 
wheré) Dont @Ven think about play- 
ing thi§ On a@ 386, since loading each 
level of a’Game takeS so long you 
could easily fall asleep. As an added 
masochistic thrill, we couldn’t get the 
“Uninstall” to work on our 386. It’s 
tough to find a product with no 
redeeming qualities; for this reason, 
Earth Invasion is anovelty. -Steve 


an ate ei Ni Bas oll eae MN ey ee 


r 7 Vie is 


DESIGN THE ROLLERCOASTER 
OF YOUR DREAMS! 


DISNEY’S COASTER LETS YOU PLAY ENGINEER, WITH A 
TEAM OF CRITICS WHO ARE TOUGH TO PLEASE. 


Ever been on a rollercoaster and 
thought, “I could build a better coaster 
than this.”? Now you can, with the help 
of the folks at Disney. After a long media 
buildup, Coaster has finally hit the 
shelves of software vendors every- 
where. 

You’re screaming out of control at 
nearly 200 mph, the steel tracks flashing 
past. G-forces are rattling all the fillings 
out of your teeth. That double corkscrew 
coming up awaits the contents of your 
gastrointestinal system like a T. Rex 
lying in ambush. Suddenly you’re 
through it and are being whipped around 
a downward spiral that feels like falling 
into a black hole. A six foot hump in the 
track forces you into negative G’s the 
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THE SPANKACOASTER 
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The critics are tough cookies. Can you 
please them all? 


Coaster 
by Disney 


Game Summary 
Use a 3-D imaging platform to 
design and build your own roller- 
coaster using a variety of track sec- 
tions and techniques, then test the 
design on the coaster critics. 


Overall 80% 


Rating: 
386, hard drive, DOS 3.3, 


Requirements: 
VGA, mouse, 640K RAM 
Sound Source, Sound 
Blaster, Thunderboard 
Controller: Mouse/keyboard 
Available for: PC and compatibles 
Distributed by: Disney Software 
Retail.Price: $24.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


One player 
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Low, banked curves have their place, too. 
But what’s that down the line? 


like of which have only been experi- 
enced by F-16 combat pilots. You silent- 
ly swear that if you live through this, 
you'll go to church every day for the rest 
of your life. And then, as you reach the 
platform at the end, you think, “Maybe 
just one more time...” 

Coaster allows you to experiment with 
track design with a simple point and click 
interface. Track sections include 
straights, curves, and lifts in varying 
lengths, corkscrews, and two flavors of 
overhead loops. Curves can be banked 
for maximum gravitational fun. You can 
also define the color of your track, as 
well as specify whether it should be tra- 
ditional (Supported by latticed scaffold- 
ing) Or magic (completely immune to 
Earth’s gravity well, with no need for 
Support). Track sections can be stan- 
dard, accelerated, or braked; you can 
also make ‘dangerous’ coasters by 
removing the upstops. Once you’ve got 
your design ready to fly, test it out on a 
set of silicon critics. They'll let you know 
whether you’re small, time or major 
league. So hang onto your lunch, and 
keep your hands and arms in the car. 


Gutbuster express. Vomit sprays out in a 
technicolor dream. 


Interface * Playability * Graphics * Sound « Replay Value 


S84 8 G2 75 81 


After all was said and done, we were 
a little curious why we spent so much 
time playing a game that is really 
pretty mediocre. The concept is 
good; any game that depends entire- 
ly upon the player's creativity will gar- 
ner some interest¢ it is fun, building 
your Own d@ath-detying Coasters. 
The problem li€és in graphics and the 
review board. Frankly, the graphics 
were below par for a game without 
much active participation. The review 
board, whom it is the’point of the 
game to please, is arbitrary and con- 
fused, though amusing. Running the 
exact same coaster twice can result 
in different scores. Coaster is mildly 
addictive, but will ultimately wither 
away on your hard drive. -Kevin 


-|Interface * Playability * Graphics * Sound * Replay Value 


S82 68S 6i5—lC(CU92 


~ This game wouldn't install on the first 


system | tried it on, and Disney tech 
support never returned my call. How-. 
ever, we did manage to get it loaded 


_ on our battle-scarred 386, where it 


ran fine. This is a.very fun toy, 


~ although the graphics are not what 


you would expect rom a game that 


requires @ 256 color VGA board. 
_ Sound is excellent. One of the major 
__ Sticking points | had*with'this game is 


the rather arbitrary method the “crit- 
ics” have’for scoring a Coaster. For 


_ instance, the guy who likes overhead 


loops positively hated the coaster | 
built with about 90 of them, yet he 


loved the coaster | built with only five. 


Go figure. Despite this, | do recom- 


~ mend this game. It’s fun. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
80 86 81 74 95 


Can you say mixed bag? | can, and | 
pronounce it “Coaster.” Designing 
and riding a rollercoaster was 
intensely cool. In fact, it's so cool | 
wonder why someone hasn't done a 
product. like this before. The main 
problem with the software is that the 
critics are lousy. They tell you what 
they like and proceed to hate every 
attempt 4o please them. Case in 
point; my Coaster that. lasted 90 sec- 
onds was Rated by the kid who likes 
long rides, yet he loved the one that 
lasted only 30 seconds. Modifying an 
existing coaster can be painstaking; 
you should be able to jump to any 
piece on the track rather than cycling 
through them all. Good visceral thrill 
+ unfair critics = nice try. -Steve 
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“Never before has there been a game so movie-like in its construction.” 


— Computer Gaming World 
eccccccce “Graphics, music-and sound effects are all. exceptionally strong.” 
| 3 _ — Questbusters 
TSUNAMI | | 


(pronounced soo-nah’-mee) 


n. A powerful vision 


and a fresh approach 


to an almost forgotten 


art...the ancient art 


of storytelling. 


Look for these premium 
TSUNAMI titles: 


gINGHOALO (1H 
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Actual VGA screens 


THE INFODISK SAID YOU WERE TO DELIVER A WARNING. | ; 


~ . It never mentioned an insane . Patriarch, ett assassins, or the fact that the 
only hope for the future of the universe might be found on a world so 


immense it could hold a million earths. Ringword holds the answers — if only : 
you can find it in time... : | oe 


| \ A \ | ee Experience Larry Niven’‘s universe like never before! ee, ae : aa 
ee Available from — local dealer in 3. 5” disk or CD-ROM FORMAT. | ey 


™ designates a trademark of Tsunami Media, Inc. : : 3 é Se ee : 
©Tsunami Media, Inc. 1993. All rights reserved. a Tsunami Média, Inc. is an independent publisher, distributed exclusively by Accolade, Inc. 
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BUY PASSAGE INTO POWER 
THROUGH SMART TRADING. 


GIVE HISTORY A RUN FOR ITS MONEY AS A MERCHANT 
BREAKING INTO THE HIANSEATIC LEAGUE. 


The damp coast of Northern Europe 
began to thrive in the early years of this 
millennium. As the Vikings and their 
deadly raids faded, the influx of hard 
German currency met a rising middle 
class and increased trading across the 
Baltic. Suddenly a thriving market econ- 
omy exploded across the wind-swept 
crags of Sweden, stretching from young 
Russia to the growing port of London. 

The Patrician is a game set against 
the sweeping backdrop of Northern 
Europe in the thirteenth century A.D. 
Eight large towns in this region formed 
merchant trading cooperatives, eventu- 
ally Known as Hanseatic Leagues. 
These Leagues often wielded great eco- 
nomic clout, with the political power to 


Buy low, sell high. The North Sea is unfor- 
giving of lousy traders—be careful. 


The Patrician 
by ReadySoft 


Game Summary 


Players trade and cartel goods 
across early Europe, treading in 
waters both economic and political in 
a bid to make enough money to 
sponsor a political career as well. 


Overall 4 6% 


640K, VGA 

Hard Drive 

Sound Blaster 

and compatibles 
Mouse, Keyboard 
PC and compatibles 
Ripthycon Software 
Ascon Software 
$59.95 


Requirements: 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 


No. of Players: 1-4 players 
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You'll have an office in every port, whether 
stormy, lonely, rich or poor. 


match. Many young merchants dreamed 
of making a large enough profit in the 
pirate-infested, competition-rich waters 
of the Baltic to break into the League as 
an equal, and eventually a Patrician. 

The Patrician allows up to four players 
to establish initial offices in one of eight 
Hanseatic towns and ply the cold brine 
in search of profit, dealing in eighteen 
types of goods among sixteen towns, 
from the Russian trading outpost at Riga 
to the wine merchants in London. A full 
and complex economic engine adjusts 
for supply and demand in the very fluid 
markets. Other players as well as non- 
player merchants can strategically flood 
the limited shipbuilding facilities, or bol- 
ster pirates in an area by selling a fully 
armed sloop to shady customers. 

All characters aspire to building a for- 
tune large enough, and followers affluent 
enough, to be elected as Mayor of an 
important town. As Mayor, a player 
becomes more involved with the politics 
of the time as he seeks the clout to 
become the Patrician of the entire 
League, and rule a small but indelible 
portion of history. 


Ply the populace with feasts and outright 
bribes in your bid for political office. 


Interface « Playability * Graphics * Sound * Replay Value 
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The Patrician is a solid simulation of 
a trading/political game that didn’t 
intrigue me as much as | thought it 
would. This is a big game with a 
great deal to do in it. | was confused 
in many parts, however, due in part 
to a poor manual but also due to the 
oddities of thé game. There’s a good 
bit more Ao do here than trade, 
including/oribing offictals in the public 
baths @) and buying indulgences 
from your Sins. It’s alSO nice to see a 
game that can handie*more than one 
player well without a huge need for 
absolute secrecy (i.e., call me when 
it's my turn). This isn’t a fascinating 
game to take up huge blocks of time, 
but a decent game to be reloaded 
every few months. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
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The first time | tried playing this 
game, the copy protection failed. This 


did not bode well. Although the 


graphics and music are nice, this 
game is so dull | swore | heard my 
CPU fall_asleep. Asif. | hadn’t sat 


_through/@nough History of Western 
- Civilization classes in college, here 
- comes a game that wants me to 
relive those glory days of Sleeping 
- late. The Hanseatic League may hold 


: enough of a cerebral thrill to be mildly 


_ challenging as a Trivial Pursuit ques- 


tion, but a computer game? | can’t 
fault the game for its design; it does 
what it says it does, with a certain 
style. But please, designers, leave 
games like this on paper, or distribute 
them to close friends only. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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Normally, games of commerce are 
something | find enjoyable, but | usu- 
ally only like them if there’s some- 
thing else (like combat) going on as 
well. The Patrician may be a relative- 
ly accurate.simulation_of what trading 
in the Hanseatic Léague was like, 
and if/it is, |'m glad | wasn’t alive 
then, This 1s really pretty boring. The 
graphics are decent and the music, 
whilé nice,,gets old’ very fast. With 
multiple players, it’s a little better, but 
it hardly’ranks high for pure excite- 
ment. The manual is pretty poor, and 
the game could really use a tutorial. 
It's a nice cerebral challenge, but it 
Cannot compete with other games 
that involve trading or supply and 
have more action. -Steve 
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| WANT MEGA PLAY! 


PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY - 
THE ALL-SEGA GENESIS, SEGA CD AND GAME GEAR MAGAZINE! 
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NAME 

ADDRESS 

CITY STATE ZIP 
____ Payment enclosed ___ Bill me 

Credit card orders: VISA — MC 

Card no. 

Expiration date 

Signature 


Please include $19.95 for your subscription and mail to: 
Mega Play, P. 0. Box 7535, Red Oak, IA 51591-0535 


For faster Service, Call toll-free: 
Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All other foreign add $20.00. Any/all 
checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American Express money order, Citibank 
money order, or any other type of check or money order that would go through a U.S. branch bank.) All foreign orders must be prepaid. 
Please allow 6-8 weeks for your first issue. Bi-monthly issues will be mailed thereafter. oe ee 


Ever wanted to 
visit the World’s 
Largest Ball of 
Twine (Central Dis, 
Minnesota)? Han- 
kered after a 
miniature golf 
course complete 
with live alligators? Pined for the fjords? 
Now you can go to these places (fjords 
not included) and more-with Sam and 
Max Hit the Road, the new graphic 
adventure game from LucasArts. 
Bungee jump from the warm, inviting 
nostrils of your favorite President at 
Mount Rushmore! Enjoy the pecan logs 


Sam & Max Hit the Road 
by LucasArts 


Game Summary 
Try to figure out what’s happening 
to all the bigfoots in the US; attempt 
to get a handle on the Conroy Bum- 
pus hair thing; play lots and lots of 
Wak-A-Rat. 


Overall 
Rating: 


Requirements: 286, DOS 3.1, 640K RAM, 
VGA, Hard drive 
Sound Blaster, AdLib, 
Roland 


Controller: Joystick, mouse, keyboard 
Available for: PC and compatibles 
Designed by: LucasArts 


Distributed by: LucasArts 
$59.95 
16 Meg 
One player 


Sound Support: 


Retail Price: 
Hard Drive Space: 
No. of Players: 
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PURCELL AND LucasArts: 
A WINNING COMBINATION. 


PLACES YOU’VE ALWAYS FEARED GOING, IN COMPANY 
WITH SAM AND Max. 


Sam and Max in all their psychotically 
twisted glory! 

at Snuckey’s! Thrill to the Human Enig- 
ma and Insect Lad! 

Steve Purcell’s twisted comic book 
takes form under the skillful hands at 
LucasArts (for those not in the know, the 
same folk who created the X-Wing and 
Indiana Jones games). The humor is 
nonstop from the word go; expect to be 
treated cruelly by the manic urges of 
Max, a rabbit with an attitude. Sam is 
Slightly lower-key, as evidenced by the 
incredibly conservative suit he wears. 

You (playing the part of Sam) have 
been hired by the person known only as 
“The Commissioner” to travel to the 
Kushman Bros. Carnival to investigate 


the disappearance of Bruno the Bigfoot 
(escaped from a block of ice, he did) and 
Trixie, the Giraffe-Necked Girl (whose 
bed is disquietingly long). You soon dis- 
cover, however, that this is part of a larg- 
er pattern of disappearances of other 
bigfoots around the country. You must 
discover what Country/Western singer 
Conroy Bumpus is up to, since he 
seems to pop up wherever a bigfoot has 
disappeared. If this sounds just a little 
weird, don’t worry. You'll soon be turgid. 

As occasionally happens in adventure 
games, there are various smaller games 
which do not connect with the plot but 
are included as bonuses. Sam and Max 


Conroy Bumpus: short C&W star with a bad 
toupee. What’s he up to? 


Explore the sights across the USA, and 
don’t forget to stop at Snuckey’s! 


has several of these which are worth 
playing. “Carbomb” is an almost direct 
ripoff of a once-popular board game, but 
with altered pieces and strategies. The 
“Sam and Max Coloring Book” is worth 
looking at (it's also an excellent relaxer if 
you're stuck muddling through a puzzle). 
“Dress Up” is a paper doll game, where- 
in you apply ready-made clothing to 
Sam and Max cutouts. For sheer high- 
quality ephemeral and visceral thrills, 
nothing beats a game of Wak-A-Rat. If 
arcade action is what you’re after, Sam 
and Max won't let you down: simply hit 
the road for some Highway Surfing. 


_—/ 


Hours of fun with the bootleg Sam and Max 
Dress-Up game (other games available)! 


It must be noted somewhere, and here 
seemed like the right place, to note that, 
while the game will play on a 286 with 
570K of free RAM, LucasArts strongly 
recommends a 386-33 or better with 2 
megabytes of expanded memory. If 
you've only got the minimums, be pre- 
pared for a brutally slow game. Other- 
wise, kick back and enjoy a cartoon 
adventure like no other. 
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Wak-A-Rat! Wholesome fun for the entire 
family! 


Interface -¢ Playability 
92 85 


This is the best graphic adventure 
game of the year. The interface is 
simple and excellent, the animation 
(not graphics; animation!) is beyond 
petty reproach, and, best of all, the 
humor is the best ever on silicon. No 
other game has blended humior so 
well into its very fabric. Most others 
end up having “FUNNY” flaShinag in 
neon signs, completely devoid OF 
actual purpose in the game. In S&M 
though, it is inescapably part of the 
plot, the atmosphere, the game=play. 
People with a deviant sense of 
humor will cry, literally, at this game. 
| know | did. It’s the perfect combina- 
tion of over-the-top socially deviant 
humor and solid computer game 
enjoyment, with a huge booster shot 


e Graphics e 


Sound «¢ Replay Value 
87 80 


of cartoony graphics thrown in. Name 
another game whose dialogue choices 
are: question, statement, non sequitur. 
The inclusion of minigames (Wak-a-Rat, 
anyone?) pushes this over the top. | 
have grown very tired of endless graph- 
icagventures of the pick-up-all-objects 
type, Dut this is simply brilliant. The only 
Sadness is that the game must end 
Sometime—but it won’t for quite a while. 
Whe plizzies are mindbending, deviant, 
ana tun. My list of needed add-ins for 
this game has only one entry on it: more 
voices. Otherwise, the only way this 
game could be better would be by being 
longer. Steve Purcell, hear this 
now—make a sequel. Start now. We'll be 
demanding it shortly. If you’re lucky, we 
won't use Max on you. -Kevin 


_|interface ¢ Playability * Graphics * Sound ¢ Replay Value 
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Easily the most unusual copy protec- 
tion I’ve ever seen. Easily the finest 
cartoon-to-game adaptation I’ve ever 
seen. Easily the funniest game I’ve 
ever seen. Sam and Max (I couldn’t 
abbreviate it, for obvious reasons), 
on top of all this, is a greatcame. 
_ The arrogantly twisted plot is second 
_ only to my own life story, and so/ 
_ can't help but live in fear that they 
are closing in. | now spend my down 

_ time playing Wak-A-Rat for hours on 
end. The puzzles are inventive, and 
some of them are downright tough. If 
you've never been to the Tar Pit 
Slides, satisfaction can be yours if 
you buy Sam and Max. And buy it 
you should (do | sound like Yoda 
yet?). This game gets high marks 


Interface -¢ Playability 
90 85 


Gosh, how many times have you 
seen a game that features a canine 
freelance cop with a psychotic rabbit- 
like sidekick who has a penchant for 
mindless violence and corn dogs? 
Never? Neither have |, and it’s one of 
the things that makes Sam.& Max 
such a treat. The game is genuinely 
funny—laugh out loud, pound on, the 
floor, struggle for breath, erying 
funny—at an almost constant pace, 
and much of it is funny overgand 
over. The art is and the animation are 
great, too. | love the stuff in the 
background like the store sign that 
says “Really Bad Food.” And, get 
this: the install program has jokes in 
it, the copy protection is amusing and 
the manual is actually fun to read. 


Graphics « 


from me on graphics and music, as well 
as the special “Gold Star Stuck to the 
Forehead” award for the introductory 
sequence. The only thing | can (and 
will) takes points away for is the lack of 
voices in the game: the intro voices are 
so/excellent, | would have liked to have 
them in the game. This oversight didn’t 
detractyirom my my overall enjoyment of 
iné Game much, though. As a side note, 
| would like to kneel down and kiss the 
feet Of the silicon gods at LucasArts 
who developed the installation software 
(ooh, you’d like that, wouldn’t you?); it’s 
a work of true genius. This game 
deserves more than just a look; it fairly 
screams, grabs your tie, yanks your 
lapels, and otherwise forces its way 
down your throat, tobe bought. -Ted 


Sound « Replay Value 
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How did that happen? Some of the puz- 
zles are just twisted enough to be diffi- 
cult, especially since you have to try 
and think like a violent rabbit. | am 
amused and cajoled. Truly, there isn’t 
much wrong with Sam and Max. | had a 
touch Ofstrouble with the interface; some 
objects required a bit of deft maneuver- 
ing with the mouse to access (the 
answering machine, for instance), but 
otherwise, my only complaint is that the 
game isn’t long enough (100 hours 
wouldn't have been long enough). The 
added games like Car Bomb and the 
dress-up game are excellent as well. 
Dear Mr. Purcell and highly talented 
LucasArts gang: Do another Sam and 
Max game. If you do, I'll be your bestest 
friend. Promise. -Steve 
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FABLES & FIENDS 


th 


Sep 
Vad 10 


KISS CONVENTIONAL 
LOGIC GOODBYE 


Na you see it. Now you don’t. The land of Kyrandia is disappearing piece by piece 
and all the evidence points toward one perilous con- 

me ; 
ClUsion: a curse, Thus begins The Hand of Fate, 


second in the Fables & Fiends* 


series, where you are 
the offbeat, young mystic who must voyage to the center of the world to break 
the spell. Out of syne and out of foot, your aberrant journey reveals nothing 
is what it 


seems. Everything is what it 


isn’t. And you can count your friends on 


at 


Literally. YY Conspiring to push 


one hand. } 


\. 


the twisted edge of cinemagraphic entertainment, Westwood Studios has 


designed more puzzles and gameplay in the first few chapters of 


fF than in all of 


y The most 


The Hand of Fate Rea 
| 


advanced graphics 


on the market are first pencil tested, then painted j 


Site. : 


Seen 
on-screen to surrealistic perfection. Y Breakthrough 


Trulight technology illuminates each scene more cinemat- 


ically for a fuller, fourth dimensional picture. YY The new 


Shadow Sunlight 
State of Mind System, along with superior intuitive interfacing, enables you and 


over 50 characters to change your mind, mood and 


mayhem based on preceding events. YY Dent quai 


play with your mind. Change the way your mind plays. 


Grasp The Hand of Fate and kiss conventional logic goodbye. 


o 


THE HAND OF HATE 


wesiwood 


DISTRIBUTED 
EXCLUSIVELY BY 
A 


f/ . 
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RADAR WARNING! BANDIT 
AT Nine O’CLOcK! 


TAKE TACTICAL COMMAND OF AERIAL WARFARE USING 
YOUR BRAINS, NOT YOUR REFLEXES. 


Flight Commander takes on the history 
of jet aircraft warfare from a new per- 
spective: squadron commander. Modern 
military aviation meets strategic turn- 
based gaming in a package that features 
not only campaign and battle games, but 
also a random scenario generator to 
ensure fresh challenges 

Players must assume the role of a 
commanding officer, planning the mis- 
sion from beginning to end. From flight 
plans to weapons selection to targeting 
and maneuvers, every factor depends 
upon the whim and strategy of the play- 
er. When playing a campaign, select the 
proper pilots for the task while ensuring 
that fatigue levels do not destroy skills. 
In a battle, select the proper mix of air- 
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Fly an unending series of completely new 


yo 


missions using the mission builder. 


Flight Commander 
by Big Time Software 


Game Summary 


A tactical turn-based wargame 
about military air power in conflict, 
including campaign and single-con- 
flict. Random missions round out the 


He 
B8% 


Overall 
Mac Plus or later 


Rating: 

Requirements: 

Hard Drive, System 6.05 
Sound Support: N/A 
Controller: Mouse, Keyboard 
Available for: Macintosh 
Distributed by: Big Time Software, Inc. 
Retail Price: $69.95 
Hard Drive Space: 


No. of Players: One player 
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A missile intercepted N. 
Vietnamese MiG-17? *3 but was 
-+{| spoofed by decoys. 
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All features in the cockpit are point and 
click: leave your joystick at home. 


air and air-ground ordnance to leave 
your forces safe and decimate the 
enemy. Plan maneuvers, airspeed, pitch 
and weapons fire without the pressure of 
time—a simple interface and your tactical 
ability determine the results. 

Flight Commander stretches from 
1950 to the present, including descrip- 
tions and performance data for 110 dif- 
ferent jets, including the preferences and 
payloads of 37 different nations, using 
48 missile types. An on-line database 
helps you keep track of it all. 

Customizable difficulty levels allow the 
selection not only of the strength and 
intelligence of enemy forces, but also 
the level of realism inherent in the game. 
Fly everything from the F-4C Phantom 
jet in Vietnam to the F22A Advanced 
Tactical Fighter; use laser-guided bombs 
or simple ship’s guns to down the enemy 
on land, sea, or in the air. 

An automated Battle Generator can 


create completely new missions every 
time. Fly any one of 14 different mission 
types; you or the computer determine 
forces for either side. Randomization 
levels can be set for surprise as well. 


Get 
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Wage a campaign, leading a group of pilots 
through successive missions. 


| can’t stop playing this game. | am a 
big fan of turn-based tactical games, 
and this is one of the best. | love mili- 
tary aviation, | love easy-to-use 


cing on a great’Cake. Big 
Time promises a Windows version 
and additional scenario packs as 
well; that’s the only thing that stops 
me from trying to take one of our 
Macs home just for this game. An 
excellent piece of software. -Kevin 


on the time period you choose to play 
in, your jets have all the advantages 
and shortcomings of jets of the time. 
This is interesting to someone who 


Knows a ff like that; 
to m that the 
gam jets) or 
faste primary 
goal Ons, yOu 
neve I’m not 
really § end this 
game, for sure 


whether it was my own ability that 
shot down all those enemy jets, or 
luck. However, this game is enjoy- 
able, and | guess that’s what counts; 
it will probably reside on our Mac 
until we need the space. -Ted 


oO 6 686olCltC«CisSTC te CFCt:* 
Big Time Software may not fit their 
name yet, but if they keep products 
like Flight Commander coming out, 
they will hit the big time. This game is 
really well put together and fora 
compl llitary simulation, it’s 


remar and and 
play and the 
soun se who 
expe e disap- 
poin here is 


While the thrill of shooting down a 
bogie is missing, the strategic ele- 
ments more than make up for it. This 
is a winner for sim lovers, and Mac 
owners would be remiss if they let it 
Slip by. -Steve 


The F-14 Tomcat Simulation! 


It's all up to you! The skies are swarming with bandits. 


Only you stand between the threat and your carrier 
battle group. 


Lock on your radar and launch the Navy's advanced 
weapons to destroy the most sophisticated enemy 
targets ever developed for a MicroProse simulation. 
Roll, turn, climb, and dive to out-maneuver enemy 
aircraft using an artificial intelligence developed right 
out of Soviet and Third World military doctrine. 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
For IBM-PC/Compatibles. 


| Prot Tae 
NAVY'S FIRGT 


» LINE UF 
HEFERS 


A computer-controlled wingman responds 
to your every command. And, you'll 

interact with strike packages that include 
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs 
and E-2C Hawkeye AWACS. 


Featuring the latest in 3-D terrain technology 
derived from digitized information taken from 
LANDSAT geological surveys, you'll pilot your 
F-14 through actual locations. 


Fleet Defender from MicroProse. We brought you 
the F-15 Strike Eagle, now try the F-14 Tomcat 
featuring the most authentically modeled F-14 
systems available anywhere outside of the Navy. 


To get our free catalog, call Mon.-Fri., 8:30 am - 5:00 pm EST 
or fill out the Coupon and mail it to: MicroProse Software, Inc., 
180 Lakefront Drive e Dept. D10 e Hunt Valley, MD 21030-2245 


Name 
Address: 


City: State: Zip: 
DOW 
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In 2020, THE Nazis HAVE 
POISONED THE EARTH. 


As A DISTINGUISHED BIOCHEMIST AND REBEL LEADER, 
TURN THE WORLD YOU HATE INSIDE OUT WITH PARADOX. 


After the Nazis dropped the world’s 
first atomic bomb on Boston in 1945, 
President Roosevelt was forced to sue 
for peace. The Third Reich swarmed 
over Europe in total power, uncontested 
and strong. Russia fell, as did England. 
Africa would follow, as would Asia in 
time. America crumbled under the threat 
of nuclear annihilation, succumbing to 
Nazi partisans and internal unrest. The 
North American Democratic Alliance 
(NADA) was formed out of the former 
United States and Canada. 

Now, in 2020, the world is in ecological 
tatters, hovering on the brink of fatal col- 
lapse. The fascist regime has driven the 
world’s industrial states to the limit in a 
mad dash to eliminate the only competi- 


Converse with dozens of characters, friend 
and foe, all captured in video. 


Kronolog 
by Castleworks Gameware 


Game Summary 
Graphic adventure in a Nazi-ruled 
future distopia. Save your son and 
the world by uncovering history’s 
greatest secret: the time machine 

that caused the Nazi Paradox. 


Overall 
Rating: 


Requirements: 


17% 


386 or higher, 2 Meg RAM 
Hard Drive, VGA 

Sound Blaster 

and compatibles 
Controller: Mouse, Keyboard 


Distributed by: Merit 
Retail Price: $69.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


One player 
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As a high-ranking member of the party, you 
enjoy privacy and luxury-at a price. 


tors left on the globe, their erstwhile 
allies the Japanese. The masses are 
unaware of the true source of the pollu- 
tion and ecological degradation: enor- 
mous propaganda machines spin stories 
of Japanese viral warfare and sabotage. 

This world is the home of the protago- 
nist of Kronolog, Mark Hoffman. Hoff- 
man is a distinguished biochemist who, 
on the surface, is a collaborator with the 
ruling party; in reality, he’s the leader of 
the Unknowns, a completely illegal politi- 
cal movement aimed at the destruction 
of the Nazi state. Unfortunately, Hoff- 
man’s son Phillip is also involved with 
the Unknowns-and has just been 
marked for termination. 

Lead Hoffman to the wilds of New 
Mexico to save his son. Find the source 
of Phillip’s distress ina local Native 
American tribe, and discover the world’s 
greatest secret: a time machine. You 
must go back in time and reverse the 
damage done by an original Nazi time 
traveller, a man whole stole nascent 
atomic secrets from Los Alamos. Save 
your son and your world as you correct 
the Nazi Paradox. 


ern eed ieee ayaa GRACE 


ic inventory 
in his quest to save his son-and the world. 


Interface « Playability * Graphics * Sound « Replay Value 
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K:TNP has a fascinating world view 
and a great plotline. Hoffman is an 
unusual protagonist, and his goals 
are not simple. This is an example of 
the kind of intelligent plotting and 
characterization that so.many games 
lack. This isnt \jusbt’a diversion; it’s a 
view Of an alternate world that draws 
you IA like a good piece of fiction. 
Unfortunately, it.suceumbs to error in 
other ways. The interface is clunky 
and the movement is hideous. It’s 
impossible to make Hoffman go 
where you want him to. This game is 
an excellent model of the kind of plot 
design and story that the industry 
should be producing; it’s also a rich 
example of the limitations of the old, 
outdated interface. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
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This game shows a lot of promise in 
its pretenses, but it just doesn’t deliv- 
er. While the interface is alright, the 
graphics are reminiscent of old EGA 
games. It is nearly impossible to 
locate some.items on_the screen, and 
if you miss anything, you have to 
restart or reload (you Cant simply go 
back 40 a location togget it). Game 
play (on our 486-66 was sort of hys- 
terical: characters Spoke in a rapid 
serieS of barking motions while the 
voices played in normal mode. Kro- 
nolog requires an abnormal amount 
of hard drive space; presumably this 
is locked away for use by the digi- 
tized voices. While this game 
crashed much less often than the 
beta, it still crashed. -Ted 


Interface « Playability * Graphics * Sound « Replay Value 
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lf you want to play something that 
comes with a lot of substance rather 
than eye candy, Kronolog is worth 
your time. The animation is funny; 
Hoffman and everyone else walks 
with their.arms glued to their sides, 
sort of like Weebles™. The game 
play iS also unrefined. It often takes 
several tries to get Hoffman to do 
what you want, and you need to walk 
over to Stuff to affect, it,, rather than 
clicking On it and having him walk 
over to ifas a part of the action. If 
you can forgive these oversights, and 
| can, you'll find that Kronolog offers 
an excellent story with an intricate 
and intriguing plot. Better control 
would have made this one of the best 
games of the year. -Steve 


You own a CD-ROM 
drive because you want to 
play the next generation of 
games now — like these six 
SSI games on CD: 


~ > TONY LA RUSSA 
BASEBALL II. The 
greatest baseball game on CD 
means more digitized play- 
by-play voice. More stunning 
cinematic replays. Digitized 
photos of old-time pros. Plus 
the data from the invaluable 
STADIUMS and FANTASY 
DRAFT Expansion Disks. 


GREAT NAVAL 

BATTLES: This 
advanced WWII battleship 
simulator on CD gives you 
enhanced sound effects and 
musical score. Outstanding 
cinematics of historical World 
War II footage. And all the 
data from three GNB 
Expansion Disks: Super Ships 
of the Atlantic; America in the 
Atlantic; and Scenario Builder. 


~ », FANTASY EMPIRES: 
Forge your very own 
D&D" empire and get more 
CD-quality voice, sound 
effects, music score and 
magic spells. 


SATISFY YOUR DRIVE. 


CDs are for IBM PC/C m 


AD&D, D&D, DARK SUN, FANTASY. EMPIRES 
DUNGEON HACK, the TSR loge and all T 1a 
ters, character names, and the distinctive {ik 
thereof are trademarks owned by and use 
license from TSR, inc. ©1993 Strategi 
Inc. ©1993 TSR, Inc. All righ 


DUNGEON HACK: 

Incredible graphics and 
digitized sound effects bring 
to life the dungeons of your 
nightmares. This single- 
character AD&D*® fantasy 
role-playing game comes 
with a dungeon generator 
that can create limitless 
danger-filled adventures! 


3 DARK SUN": 
Shattered Lands. 
The hottest AD&D role- 
playing game is now on 
CD, enhanced with a mind- 
blowing introductory 
cinematic sequence. 


. EYE &: BEHOLDER 

TRILOGY. On one 
CD — the entire EYE series: 
Volumes I, II and III! 


TO ORDER: Visit your retailer or 
call 1-800-245-4525 with VISA/MC 
(U.S. and Canada 
only). 


RAPE, PILLAGE, AND BURN, 
AS THE GALAXY TREMBLES! 


COMMAND ADVENTURES STARSHIP LETS YOU CONTROL 
THE FATE OF MILLIONS THROUGH STRONGARM TACTICS. 


Hail the conquering hero! You are your 
peoples’ greatest hero, ever since your 
stunning performance in that grandest of 
all space operas, intergalactic war! You 
retire to fame and fortune, yet still you 
are restless. Thousands of hours of 
post-traumatic therapy haven’t cured 
you of your desire to have the entire 
near region of space under your thumb: 
you still have that burning glint in your 
eye, a wisp of a smile timidly playing 
across your features as you watched 
your enemies’ children suffer in scream- 
ing agony under the white hot glow of 
your paired Lasergutters™. Yes, life was 
good, then. 

Now you've purchased a sleek little 
ship, crewed it and armed it for bear, 


Choose the crew that you think will help 
you dominate the galaxy. 


Command Adventures: Starship 
by Merit Software 


Game Summary 


Pull your enemies apart like fresh 
bread. Attack hapless, law-abiding 
citizens who don’t know enough to 
Stay out of your way. Explore, and 
kill, kill, kill! 

Overall 

Rating: 
Requirements: 386 SX-33, 2MB RAM, 
VGA with 256K VRAM 


Sound Blaster, AdLib, 
Roland 


Controller: Mouse/keyboard 
Available for: PC and compatibles 
Designed by: Future Vision 


Distributed by: Merit Software 


Retail Price: $69.95 


Hard Drive Space: 30 Meg 
No. of Players: One player 


Sound Support: 
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and are ready to embark on a new path, 
with even greater destruction and tor- 
ment. But there’s a snag: you’ve heard 
that all of the races who engaged in the 
war have their own heroes, and those 
heroes want exactly what you want as 
well. As they say, competition makes the 
breed stronger. You're tanned, rested, 
and ready. 

Command Adventures: Starship is a 
real-time, strategy-based game featuring 
team or individual control in combat situ- 
ations. The universe is randomly gener- 
ated, so you’ll never play exactly the 
Same game twice. There are over 50 
ships and 80 weapons/defensive sys- 
tems to choose from; planets come in 
Six different terrain types, and there are 
more than 50 worlds to conquer in each 
game. Sound effects are CD quality, and 
can occur simultaneously. The sound- 
track is also CD quality. Scrolling in com- 
bat mode is multi-layered, so game play 
is smooth and virtually flicker-free: 
graphics are lush and realistic. So get 
out there and claim your place in the his- 
tory books through the skillful employ- 
ment of large guns and scare tactics. 


3 he 

j > 
th) : 7 
fe Se " 


settee ssa egg " 


At each planetfall, you'll be given the 
chance to scout around. 


Interface * Playability * Graphics * Sound » Replay Value 
27 45 70 ~=80 60 


Most games that fail do so on a vari- 
ety of fronts: playability, theme inap- 
propriateness, graphics, originality, 
etc. CAS is an exception. The inter- 
face in this game is so poor that 
watching.a.demo is_actually more 
rewarding thang play. sCombat 
requires a minimum of three highly 
trained handsien the kéyboard at all 
times. After a lucky’ win, you’ll be 
taken to @ sufface(or shipboard) bat- 
tle featuring graphics So muddled 
and rulesS"so poorly defined that it 
resembles an eight-year-old’s war 
with partially chewed green army 
men. All other aspects of this game 
are above average; if you don’t mind 
not being able to play a game, you 
might like CAS. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value | 
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fe This game has everything right 


except the interface. And what an 
error they made in the interface: the 
game is virtually unplayable. Oh 
sure, it’s fairly simple to configure 
and crew your starship in port, but 
movement outside the port is a sys- 
tem based largely on luck. Hitting 
enemy Ships with your guns requires 
incredibly fast reflexes, meaning you 
need a really’ well-made mouse. If 
you have any) Stuttering motion in 
your mouse driver, don’t even bother 
loading this game. Another problem 
is weapon selection: your ship can 
easily be decimated before you can 
get a set of weapons on-line. If any 
more games come out with interfaces. 
like this, | may kill myself. -Ted 


Interface » Playability * Graphics * Sound « Replay Vaiue 


78 45 8 oo 85 


CA: Starship has some integral prob- 
lems. First off, it does not contro! well 
in space. Combat is almost impossi- 
ble to learn, and navigation is tough 
as well. Second, if you do get dusted 
and want.to.keep playing, you have 
to go back through the copy protec- 
tion. Boo, hiss! The story is cool, and 
the idea, while not original, has an 
entertaining premise. Additionally, 
the graphics are very crisp and the 
music dS excellent: Unfortunately, the 
bottom Tine is that for-alfthe glitz and 
glamour, playing the game is unre- 
warding and needlessly difficult. 
There are other space operas out 
there with as good of a story that 
won't tie your fingers in knots like CA: 
Starship. -Steve 


COMANCHE 


MAXIMUM OVERKILL 


Winner of 12 Major Awards 
including: 


BEST SIMULATION 
Video Games & Computer Entertainment 


ACTION GAME OF THE YEAR 
PC Games Plus 


: BEST GRAPHICS OF THE YEAR 
Computer Game Review 


Mh 


Over the Edge - 40 new missions with breathtaking 
graphic enhancements - Maximum Comanche! 


‘Comanche Maximum Overkill - now includes Mission Disk #1 at 
_ no additional cost! | 


Look far Mission Disk #1 with 30 challenging Comanche missions 


“All Comanche Products Also Available On a Single CD-ROM! 
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TWISTED PROPELLERS AND 
-90 CALIBER TRACERS 


MEET AND DEFEAT THE BEST ACES OF WWII IN THE 
UNFRIENDLY SKIES OVER EUROPE. 


The R.A.F needs 
Spitfire pilots to 
defend the shores 
of Britain from Ger- 
man bombers; 
Mosquito pilots are 
also required to 
bomb occupied 
France to hamper the Wehrmacht. The 
U.S. Air Force has posted requests for 
P-51 and P-47 pilots to escort heavy 
bombers on long interdiction strikes. The 
Luftwaffe crumbles under the heavy aer- 
ial assault and cries out desperately for 
experienced pilots to wield the shiny 
new Me262 against the unending waves 
of bomber squadrons penetrating the 
factories and bases of Germany. 


Straten one Garner eenaie! 


Save, view and edit entire missions in the 
mission recorder; watch from outside. 


Aces over Europe 
by Dynamix 


Game Summary 
Fly WWII air combat missions over 
Europe using Dynamix’s flight 
engine. Fly single missions or cam- 


paigns in the late years of the war as 
USAF, RAF, or Luftwaffe pilots. 


Overall 90% 


2 Meg RAM 
Hard Drive 
Sound Blaster 
and compatibles 


Requirements: 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


PC and compatibles 
Dynamix 

Sierra On-Line 
$69.95 

8 Meg 

One player 


54 COMPUTER GAME REVIEW 


Leaving a trail of greasy smoke, another 
FW-109 exits the sky permanently. 


Welcome to the skies of Europe, circa 
1944. It’s a most unfriendly place. Aces 
of three nationalities struggle fiercely to 
tame the other side of the sky in a realm 
of fire and metal, where sudden death 
can erupt from the blind spot in the sun. 
Allied forces strike deep at V1 rockets 
sites and factory targets deep behind the 
Rhine as Germany, resigned to the loss 
of air superiority, attempts to stop the 
hemmorhaging front with new technolo- 
gies and precision strikes. 

Damon Slye reprises the flight engine 
in the award-winning Aces of the Pacific 
with new features and sharper graphics. 
New mission types confront the player 
with novel air-to-ground targets like 
trains and armored vehicles, plus V1 
rocket sites and radar installations. Over 
twenty period aircraft are carefully mod- 
eled, including the Messerschmitt 262, 
the first workable jet fighter. Players can 
select single missions or embark on a 
full tour of duty between April 1944 and 
May 1945, some resolving crucial histor- 
ical operations like D-Day, The Battle of 
the Bulge and the Drive Across the 
Rhine. Fly with and against the aces of 
the European theater. 


View historical details on over 20 planes of 
the era, from the Me262 to the P47D. 


Interface » Playability * Graphics * Sound « Replay Value 
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Most flight sims require a pretty steep 
learning curve before really enjoying 
play. Not so with AoE. Within five 
minutes of installation, | was strafing 
away to my heart’s content. Badly, of 
course-thisais. still a difficult game, 
but easy to play and getiinto. | love 
ground attack’ and interdiction mis- 
sions, and this game is full of them. 
Graphics are Clear, @xcept for the 
enormous g@iiiculty in telling friend 
from foe (ut that’s historical). Cam- 
paigns are strong and yet playable 
(reasonable mission requirements for 
Success; Save career option). AoE is 
a good choice for either novices or 
pros, with the adjustable realism set- 
tings and difficulty levels. All in all, a 
first-rate flight/combat sim. -Kevin 


_ {Interface * Playability * Graphics * Sound « Replay Value 
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I'm not entirely certain that this game 


_ was meant to have accurate airplane 


simulation, but | do know that it 
doesn’t. This doesn’t detract from the 
game (who really cares if the P-51 
rolls 2.5.seconds faster on silicon 


_ than itdid in real! lifé?); it is Still lots of 


fun blowing enemies out of the air 
(ground, water, whatever). Some of 


_ the missions are incredibly tough to 
_ beat (try serambling your single Spit- 
_ fire against a squadron of Junkers 


88s while flying through heavy flak): 


some are absolute cake walks. 
_ Scenery is FS4-like, sound is typical 
_ air combat; the interface scores very 


high since you can fly the game out 


| background). 


_ of the box (RTFM if you want some 


-Ted 


Interface * Playability * Graphics * Sound « Replay Value 
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Ever since | played Red Baron for the 
first time, I’ve been a real fan of 
Dynamix flight engines. Aces Over 
Europe continues the excellent string 
of sims from Dynamix by giving me 
exactly what! want; lots.of flight and 
combat with almost no need to refer 
to a 400-page tome. This sim is truly 
lock-and-load. You can install and be 
up and flying in a couple of minutes. 
The missions in the gamé are varied 
and entertaining, although | much 
prefer missions involving attacking 
ground targets. Campaigns are quite 
involved but more fun than single 
missions. It’s hard to tell who the bad 
guys are in combat, which is kind of a 
downer. Excellent flight sim for 
novice or pro. -Steve 


imation — 400 frames of 
vatar™) and 10 times the charz 


ook for the new Ultima VIII Clue Book! 


} 
Actual screens may vary. 


VOLUNTARILY | 
RATED MP-13 
(For Mature Players) 


An Electronic Arts® Company 


Copyright © 1994 ORIGIN Systems, Inc. Pagan and Avatar are trademarks of ORIGIN Systems, Inc. Ultima, Britannia, Origin, and We create worlds are registered 
trademarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. intel, Intel486 and Pentium are trademarks of Intel Corporation. 


For IBM PC and 100% compatibie systems. 


Available at a software retailer near you, or call 1-800-245-4525 for MC/Visa/Discover orders. 


ANVIL DROPS ON CAT WHILE 


MOUSE HAS HYSTERICS! 


ENTER A STRANGE WORLD OF CARTOON LOGIC WITH Sip 
& ALs INCREDIBLE TOONS FROM DYNAMIX. 


Cartoons have always had their own 
peculiar logic. Characters can walk on 
air as long as they don’t realize there’s 
no ground beneath them and bombs 
might disintegrate a cat or a mouse, but 
they pull themselves back together 
quickly enough and jump back into the 
action. 

Using that premise combined with the 
Strange contraptions and goals con- 
tained in The Incredible Machine, 
Dynamix has concocted Sid & Al’s 
Incredible Toons. Join the these two 
over-the-top toons as they attempt to 
feed themselves and play tricks on each 
other using a variety of implements and 
a couple of their good friends to cause 
the reactions on screen. 


The clueless Al is about to be snuffed by a 
bomb. Turn on the vacuum to save him! 


Incredible Toons 
_by Dynamix 


Game Summary 
Join Sid the Mouse and Al E. Cat 
in their cartooniverse as they attempt 
to accomplish certain tasks with the 
aid of strange contraptions and a few 


Overall 
Rating: 
386/25 or better, VGA, 
Mouse, 2MB RAM 


Requirements: 
Sound Blaster, Adlib, 
Pro Audio Spectrum 


Hard Drive Space: 
No. of Players: 


Sound Support: 


One player 
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In this puzzle, you must shoot the two toons 
before they tussle. 


Meet Cliff Ant, an incredibly strong lit- 
tle character who turns cranks for the 
duo. Eunice Elephant can throw things 
with her trunk, and if annoyed, can act 
as a sort of bellows. Bik the Dragon, nat- 
urally, has a hot temper and can be 
used to light fires (or toons for that mat- 
ter) and generally heat up any given sit- 
uation. 

Game play is similar to that of The 
Incredible Machine. For each puzzle, 
you'll be given a specific goal to attain. 
Using the pieces and the toons already 
in place on the board as well as those in 
your inventory, you must cause the 
desired result. 

While some objects react as they 
would in the real world, not all of them 
do. A sense of cartoon logic and humor 
is required to complete many of the 
manic situations the pair find themselves 
involved in, and some of the goals (like 
dropping an anvil on the unsuspecting 
Al) definitely have cartoon roots. 

Sid & Al’s Incredible Toons contains 
nearly 100 puzzles to solve including a 
lengthy tutorial to help you think like a 
toon. 


Feed both Sid and Al to keep them happy 
and complete this puzzle. 


ace * Playability « Graphics « Sound + Replay Value 
Sf eee 

| often have trouble with charm that’s | 
just a bit too self-conscious, but this: 


game didn’t hit me too hard. | really! 
like the engine this is based on, but 


occasionally changes it from a puzzle 
game into a crapshoot. I’m sure this. 
is better for kids than TIM, but | feel it 
lacks the elegant simplicity of the 
original. Still, it's an excellent engine 
and game (and builder!). -Kevin: 


interface + Playability + Graphics + § 
Dynamix, | have just three words for 
you: keep ‘em coming! | really liked 
this game, mainly because it was a 
direct knockoff of Dynamix’s other 
brilliant puzzle game, The Incredible. 


tedious, even on a 486. Overall, 
though, the puzzles are challenging 
enough to keep even the most cere-. 
bral and stuffy of Mensa brains occu-. 
pied for hours on end. Toons is a def-. 
inite keeper. -Ted 


interface * Playability * Graphics » Sound » 

90 & «686i | 
While Sid and Al might be Incredible, 
the Machines made by Jeff Tunnell 


are much more so. S&AIT is really lit-. 
tle more than a cartoon rehash of the. 


Repla 


in The True, the 
intert e€ graph- 
ics a the puz- 
zles, ly easy, 


| us as the game pro- 
gress ™uch fun as. 


d partly 
because the music is irritating. If you. 
loved the two Machine games, Toons. 
is worth a spin on your hard drive. 
You will probably enjoy it; | did, but 
the chances are good you'll be a little. 
disappointed. -Steve 
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THE WAR AGAINST THE KILRATHI RAGES ON. . 


To SOME, IT MEANS DEATH, SLAVERY OR DISHONOR... 
To OTHERS, IT'S THE CHANCE TO MAKE A QUICK BUCK. 


> - al 
el 


PRIVATEER - WHERE DEALS ARE MADE WITH A HANDSHAKE 


AND BROKEN BY A VOLLEY FROM,A MESON CANNON. 


Privateer is a trademark of ORIGIN Systems, Inc. Wing Commander, Origin, and We create worlds are registered trademarks of ORIGIN Systems, Inc. 
Copyright © 1993 ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. For IBM PC and 100% compatible systems. 


Available at a software retailer near you or call 1-800-245-4525 for MC/Visa/Discover orders. 


Actual screens may vary 


A Stand-Alone Game 


Made in the USA 


CENTURION, INTRUDERS ARE 
ENTERING THE MAIN GATES! 


DEFEND THE WALLS OF CARTHAGE, ROME AND MORE IN 
MINDCRAFT’S NEW ADDITION TO THE SIEGE ENGINE. 


Can you defend the walls of Rome 
against the enemy? The torches of his 
army lie scattered in the fields around 
your proud fortress, flickering in the pre- 
dawn breeze. Even in the darkness your 
eye picks out the Carthaginian Ele- 
phants, stirring to wakefulness as their 
keepers prod them. Yards away, anchor- 
ing the enemy line, the main force of 
Phoenicians arm themselves with spear 
and sword as they strap on heavy plate 
armor in anticipation. Strung out on the 
enemy's left flank lie Hannibal’s cursed 
allies, the Celts. They work themselves 
into a pre-battle frenzy, disdaining armor 
as the resort of cowardice; paint and reli- 
gious fervor protect them in battle. Tow- 
ering above the forces are the creaking 


in i 8 


Walls of Rome 
by Mindcraft 


Game Summary 
Semi-real time strategy game of 
breaking castle defenses. Players 
can interrupt action at any time and 
give new orders to squads of troops, 
then watch developments. 


Overall 8 2% 


Rating: 
VGA, 640K 


Requirements: 
Hard Drive, Mouse 
Sound Blaster 
and compatibles 


Hard Drive Space: 14 Meg 
No. of Players: One player 


Sound Support: 
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Use dozens of historically accurate troop 
types against their contemporaries. 


siege towers, bastions of archers and 
nimble warriors. Constructed the day 
before out of bowshot range, the mas- 
Sive towers—some over thirty feet 
high—are pushed to the edge of your 
walls to spill their deadly cargos. 

But you are far from defenseless. 
Before dawn breaks, before the first 
insane cry of hatred from the Celts, your 
forces open fire, literally. Catapaults hurl 
rocks smeared in deadly Greek fire into 
the enemy, scattering men in fear and 
flame. A siege tower falls, burning. An 
elephant screams in pain as your preci- 
sion Roman legions begin a deadly rain 
of accurate missile fire. Even if the 
enemy breaches your walls, the Sixth 
Legion stands at the ready, pilums held 
to turn back the invasion. 

Walls of Rome reprises Mindcraft’s 
castle attack engine, Siege, with a foray 
into the classical world. Select troops 
from historical forces like the Iberians, 
Numidians and more. Give your troops 
orders and watch the action unfold in 
real time. A scenario editor allows con- 
Struction of any confrontation, or you can 
play extended campaigns. 


- ected HEALY 
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CARTHAGINIAN ELEPHANT 5 


Built-in scenario editor allows full control of 
the makeup of the clashing forces. 


Interface * Playability * Graphics * Sound » Replay Value 
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Boy, am | torn. | love pre-gunpowder 
wargames, and tactics on a small 
level. This is a smorgasbord of that. 
But, | hate a wargame where | have 
little control of my troops. This is a 
buffet of that.as well. Itmay be realis- 
tic for me to tell, that squad %of men to 
breach that Wall and have them 
decid® how to get there and which 
merlon 10 target, but’ in @ computer 
wargameé,| want that decision. Most 
everything about WOR is good, but 
not great "Details are’ good (/ots of 
troop types), scenarios are good, 
scenario editor is a nice touch. But in 
the end, | won't be playing this one 
over and over again. | need pinpoint 
command precision in my battles, 
and this is too broad. -Kevin 


_ {Interface * Playability * Graphics * Sound » Replay Value 
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Walls of Rome is a decent romp if 


_ you like the Mindcraft engine. | 
_ wasn't thrilled with it, but the engine 


is solid and tested. The graphics on 


_ this game run about average, and the 
_ music.is pleasingly subdued. The 
_ interface took only a little getting 
_ used to. If it Were money out of my 


whole, not a great game, but Mind- 
craft could have done worse. 


pocket, | probably wouldn't buy this 
- game; but then, 4’m not much for 
 strategi¢al wargames (unless they’re 
__ intriguiagly unusual). If you do go in 
_ for thisS”sort of thing, Walls of Rome 
__ will not disappoint you; if you are just 


beginning to get into wargaming, 
Walls of Rome is probably a good 
place to get your feet wet. On the 


-Ted | 
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| like the engine that Mindcraft used 
with Siege and Ambush at Sorinor, 
and that same engine appears here. 
Game play is very straightforward 
with only a few confusing points crop- 
ping up here and there. While control 
of the droops is,not incredibly tight, it 
is realistic. One of the problems | had 
with thé game was the enémy, in try- 
ing to decimate my troops used 
questionable tactics, such as launch- 
ing Greek fire at me when | stood on 
the crenefations of fis fortress. 
Graphics are a little too cartoonish for 
a serious military simulation. Overall, 
Walls is very well made and highly 
entertaining for any fan of military 
simulations. Those who aren’t won’t 
understand it. -Steve 


Psychotic Killers. 


Hand-To-Hand 
CCoormbat. 


High Explosives. 


Kat, chopper pllot— turned survivalist, has only one 
hope for escape from Generalissimo Minh's maximum 
security facility...You. Guide Kat along the Critical Path, 
through scene after scene of killers, mutants, traps 
and high-explosive surprises. Its a gritty, realistic 
cinematic experience! 

“This isn't a game...theyre going to KILL me!” 
From your fully-equipped control center, you snare 


Kat's view via a camera mounted on her headset. 


Action bursts forth on your screen with lifelike 3D 
motion video, explosive sound effects and music 
soundtrack! Warn Kat of fast-approaching dangers. 
But if you slip up... its | 

‘Game Over"! Sign up for 5 \ 
combat duty at a software " 

dealer near yOu. MEDIA VISION 


™ 
WINDOWS” Call 1-800-845-5870 for information or @ dealer near you, © 1993 Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538. Fax (510) 770-9592. 
CD-ROM Media Vision, the Media Vision logo and Critical Path are trademarks of Media Vision, inc. All other trademarks are those of their respective companies. All rights reserved. 


LIVE VIDEO CAPTURE COMES 


TO A 


NEAR YOU! 


SMART VIDEO RECORDER IS A WORK OF GENIUS! 


ON are aA ZEN 


Ever wished you could capture VCR images to youR PC? Intel’s new Smart Video Recorder 


enables you to do just that, and more. 


Why is Intel’s new Smart Video 
Recorder being reviewed in Computer 
Game Review? Isn’t it being promoted 
as a product for the serious, high-end 
marketing manager? The answer to the 
second question is, obviously, “yes.” The 
answer to the first question is a bit more 
difficult to justify, since we felt that it 
would be a disservice to those hardcore 
entertainment freaks (namely, you) not 
to put it through its paces and see if it 
might have some sort of “fun factor.” For 


Smart Video Recorder 
by Intel 


Hardware Summary 
This board acts as an interface 
between your PC and a VCR or 
camcorder. It is useful for capturing 
single or sequential frames, or full 


motion video and sound. 


Overall 


Rating: 87% 


Available for: PC and compatibles 
Designed by: Intel 


Distributed by: Intel 


Retail Price: $699.99 
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complete reviews of its performance, 
check out the sidebars. The Smart Video 
Recorder offers live monitoring, auto- 
matic color palette definition and opti- 
mization, and single-step capture- 
compression-storage. The compression 
rate is about 9MB of disk space per 60 
second video clip. The on-board video 
processor (Intel’s i750 chip) provides full 
frame capture with minimal frame 
dropout; it likewise ensures that any 
i486-equipped computer will be able to 
play it back in full motion (less well- 
endowed machines will “clip” data during 
playback). Bundled with the Smart Video 
Recorder is Microsoft’s Video for Win- 
dows, Asymetrix’s Compel (presentation 
software) and Mediablitz (showcasing 
software), and Firstlight’s Gatekeeper 
(which sounds like a game, but is actual- 
ly full motion presentation software). A 
six foot RCA-jacked video cable is also 
included. For all of this, the base 
requirements are pretty demanding: 
you'll need at least a 486SX-25 (only 
CPUs marked Intel need apply, as it is 
not guaranteed compatible with AMD, 
Cyrix, etc.), Windows 3.1, 30MB of hard 
disk space, 4MB RAM, a VGA display 
capable of 256 colors, and some sort of 
video source. 


Ease of Use * Installation * Usefulness * _ Durability | 
This is an entertaining bit of fluff, a 
thoroughly well-engineered board in 
both hardware and software that lives 
up to its own expectations quite nice- 
ly. It installs like a gentle breeze and 
works li : 


assured, j 
well. It comes le 
ing and good vide 
frankly, | can’t imagine a better or 
easier way to give your system full 
video capture. The haunting question 
remains, for those living in the real 
world outside of Marketingland, why? 
Even the box doesn’t say. -Kevin 


i Ease of Use + Installation * Usefulness + Durability| 
90 99 30 ~. NIA) 
Although this board carries a pretty 
__ severe sticker shock, it leapt through 
~ more hoops than | asked it to. Instal- 
t lation was a breeze: 30 minutes start 
_ to finish for hardware: and software. | 


 well- -engineered Bodied but what 
_ good is it, really, to gamers? The 
answer, of course, is none. But if you 
~ work in Windows and are tired of the 
same old desktop, now you can cre- 
ate your own from any video. -Ted 


zy 


way ih 


_ For hoes who want to make teally 
~ cool multimedia presentations, this 
~ board would come in very handy. For 
: the rest of the world, it’s use is limited 
to “Hey, Bob! Check out the movie 


re, it’s got a hefty 

price tag, but it comes with about 
$600 worth of software, too. If you 
need it, this can’t be beat. If not, the 
e price is too high for what will ultimate- 
ly become Ber a novelty addition to 


Z _ your PC. _ Steve 
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mu INTUITIVE IT'S LIK 
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ow at your local dealer, or call. 1-800-732-3021. 
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LOGATEGH 


The Senseware Company 


GR HAROWAR 


ReiMa 


MPC. 30 Fes. 
GIC CLAIMS IT ALL. 


BuT CAN YOU TRUST THE MARKETING HYPE? READ ON. 


we n-deard MPEG Vides and Andie Decampressicn 


w Plays Re Next Geaeratiga af Campater bames 
'00-20M Grove Required) 


we Plays Videotd feature Films aa Your PS 


_ Ww Plays Popular Seaad Waster, 005 aad 
a Wisdaws Camgatiole Games 


ReelMagic, a video booster and 16-bit sound card rolled into one, is an early entrant in the 
MPEG standards game currently being foisted on an unsuspecting world. 


Remember playing Dragon’s Lair in 
the arcade? The quality of animation 
and sound was unlike anything pro- 
duced for coin-op before. The problem 
was that no.one could duplicate that 
level of quality for anything outside the 
local arcade so that folks could enjoy it 
at home. At least that was the case until 
Sigma Designs addressed the problem. 

Real motion full screen video is here, 
with the new ReelMagic board from 
Sigma Designs. In NTSC (standard 
VCR) mode, ReelMagic offers true 30 
frames per second video in 32K colors 
while in full screen display mode (no 
more tiny little viewing windows). You 
Say you want sound with that vision? 
There’s also built-in 16-bit CD quality 


ReelMagic 
by Sigma Designs, Inc. 


Hardware Summary 
The ReelMagic board claims to 
offer full motion, flicker-free video 
and sound, while maintaining com- 
patibility with other, non-ReelMagic 


DOS and Windows games. 


Overall 


Rating: 91% 


Available for: PC and compatibles 
Designed by: Sigma Designs, Inc. 


: Sigma Designs, Inc. 
Retail Price: $499.00 
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sound circuitry; you can upgrade your 
old 8-bit sound card at the same time, 
saving yourself a precious expansion 
slot. 

In addition, many software companies 
are coming out with games which sup- 
port the ReelMagic board (Dragon’s Lair 
by ReadySoft is included), among which 
are Activision, Interplay, Sierra, Psygno- 
sis, Trilobyte and Virgin Games. The 
board sports compliance with the MPEG 
(Motion Picture Experts Group) 1 stan- 
dard, compatibility with Windows 3.1 
(most notably its Object Linking and 
Embedding feature) and DOS 5.0, and 
audio compatibility with MPC and DOS 
sound standards. System requirements 
are a bit surreal. For instance, you can 
install this board in a 386SX-16 with only 
2MB RAM and 2 MB of space on your 
hard drive, but you'll also need to have a 
CD-ROM drive that is MPC Level 1 com- 
pliant and a VGA or SVGA card with a 
VESA standard feature connector (not a 
VESA card, mind you, just something 
with a VESA connector). In addition to 
your video card being VGA or SVGA, 
your monitor must also be VGA (or Multi- 
sync). DOS 5.0 is a minimum, and, if 
you want to run Windows applications, 
you'll need Windows 3.1. The ReelMagic 
board comes with a five year warranty, 
and if there is enough of a market inter- 
est in this board, you can probably bet 
that software companies will continue to 
support it. 


_ When | first installed this board, 1 


Being, in general, a technical idiot, | | 


The board claims to be the be-all and 
end-all of graphic superiority for the | 
PC, and | just didn’t see it. Sure! 
Dragon’s Lair was excellent using the | 
board, but unless an enormous) 
amountof this kind of software 
comes Out, thiS board just isn’t worth 
it. Instalfation wa§ none too pretty, | 
and thé board had a nice Guacamole | 
effect othe Graphics of any other | 
game W6, triéd to play while it was 
instaNed. This product claims a. 
tremendous amount of technical 
competence; for all | know, it’s an 
excellent piece of engineering that 
remains undeveloped. If reams of) 
software are released using this stan- | 
dard, it might be worth it. Until then, 
don’t bother. -Kevin | 


eZ 


hated it. It refused to relinquish | 
sound control to my more-than-ade- 
quate 16-bit sound card when run- 
ning Dragon’s Lair, and video on any 
non-ReelMagic game.ran in incredi- | 
bly garish colors. Although tech sup- 
port said the ReelMagic’s README | 
file contained information about 
VESA video Compatibility (I use a Cir- 


_ rus WOgig V.ESA card), | found no 


such Relp. Dragon’s Lair kept crash- 


_ ing, on average after‘about eight min- | 


utes. On the flip side, the installation. 


__ software does a very nice job of find- 


ing your system’s IRQ settings, then 


_ giving a visual breakdown of avail- 


able addresses, IRQs and DMA’ 
channels. -Ted 


can only comment on the trouble it. 
seemed that Ted had when he 
installed this board, which was con- | 
siderable. Once installed, Reel Magic 
was real annoying; it_crapped out on | 
us timesand tine*again.mWhen it 
worked, 1 Was impressed with the) 
graphics andysound it allowed on. 
Dragon's Cair (just like the arcade | 
version). If you've got the patience to 
nurse this thing into your system and 
the extra*money for calfS*to tech sup- 
port, the Reel Magic board has a lot} 
of potential, and eventually you'll be 
happy with it. I’m adopting a wait- 
and-see attitude with this bit of hard- 
ware, since what you see on the box 
may not be what you get. -Steve 
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 RIOTERS SWARM IN THE 
STREETS OF THE U.S. 


IN SYNDICATE: AMERICAN REVOLT, YOU MUST RECLAIM 
THE AMERICAS FROM YOUR RIVALS. 


Thought you had taken over the Don’t think that just because you did it 
world? Those enemy syndicates you once you can do it again! These new 
wiped out haven't gone away, though. missions are designed to give even the 
They’ve just gone underground. Now, ultimate Syndicate professional a run for 
fed up with excessive taxes and danger- his or her money. Enemy agents are 
ous streets, the people of North and tougher than ever; they shoot on sight 


South America have revolted, sending 
your agents packing and letting other 
syndicates collect on your misfortune. 


; DEF te The FORTH SS 


| BOLD BOSHTHON 
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syndicate: American Revolt 


by Electronic Arts 


Requirements: 4MB RAM, 386/16 
VGA, Syndicate 


| Access) UeDATE: 
| ThE BOvVISE® WILL APPROnth Tht FoRT 
| FROM ThetetasTtan soak ECATORAE, 


; . ia : 
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Available for: PC and compatibles 
Designed by: Bullfrog 

Electronic Arts — 
Retail Price: New missions will challenge your intellect 
Hard Drive Space: 1 Meg and your agents’ skills. 


No. of Players: 1-8 player 


STRANGE SHIP SPOTTED IN 
GALAXY FAR, FAR AWAY! 


Wire out TIE FIGHTERS AND MORE WITH THE AWESOME 
POWER OF THE NEW B-Wina! 


Perhaps the oddest of all ships in the with are capable of speeds approaching 
Rebel fleet is the B-Wing. Equipped with that of the X-Wing. This is a serious ship 


three laser cannons, three ion cannons designed for serious Imperial bashing! 

and twelve proton torpedoes, the B- Take part in twenty missions designed 
Wing is heavily armed and durable to integrate the B-Wing into the Rebel 
enough to take down an Imperial Frigate fleet. You'll still have cause to dust off 


with little more than a wingman or two. 
It's powerful shields offer excellent pro- ee PP sae Bee 
tection, and the huge engines it comes | <9 | errr | 


B-Hing Mission 3 
Capture the Frigote Priam 


B-Wing 
by LucasArts 


Requirements: 386 or better, VGA 
640K, 2MB RAM 


Available for: PC and compatibles 
Designed by: LucasArts 


Ss fe f 


Prepare yourself for new historical missions 


No. of Players: Ona pave? that will test your mettle. 
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Remember the Atlantic Accelerator? 
They’re all like that now! 


and don’t stop firing until all four of your 
agents are ready for pine boxes. 

As an added bonus, Syndicate: Ameri- 
can Revolt now includes multi-player 
missions where up to eight different syn- 
dicate forces can compete across a 
computer network. If you think the com- 
puter Al was good, wait until you play 
against the ingenuity of some of your 
human opponents! The sole object of 
these missions is to be the last one 
standing. 

lf you think the Americas are ripe for 
re-conquest, this may be the add-on 
you've been thirsting for. Now it’s time to 
teach those ungrateful peasants the 
meaning of the word respect! Take your 
criminal empire back to the top! 


While it looks unwieldy, the B-Wing flys as 
smoothly as the other Rebel ships. 


your skills in the other ships as well, but 
the B-Wing will make an appearance in 
every mission in the game. Follow the 
story as the Rebellion searches for a 
new planet from which to base their 
operations. 

In addition to the twenty missions, B- 
Wing also gives you the chance to fly 
this new Starfighter through the eight 
levels of the Pilot's Proving Ground to 
earn your patch. You can also try six 
exciting historical missions, including 
two hypothetical missions that put the B- 
Wing in an assault on the Death Star! 

Rebel pilots and fans of Star Wars 
won't want to miss the thrills of flying the 
Rebellion’s B-Wing! 


Beaten all the boxed 
games? Done the arcades to 
death? Try CyberStrike, the 
wild new multi-player game 
on GEnie where you hop into 
a two-legged CyberPod and 
battle it out against other 
real live humans for control 
of a virtual reality city. The 
action’s fast and furious. But 
even if you're new in town, 
you won't get blown to 
Kingdom Come. Well, not 
right away at least. In fact, 
CyberStrike is so easy to 
learn, you might actually 
live long enough to waste 
someone else first. And best 
of all, it only costs three 
bucks an hour. So strap 
yourself inside a Pod and 
come out shooting. You've 
got nothing to lose. Except 
your life. 


(sEnie. 


multi-player games 


SIGN UP NOW: 1. Set your modem 
for half duplex (local echo) at 300, 
1200 or 2400 baud. 2. Dial toll free 
1-800-638-8369. Upon connection, 
enter HHH 3. At the U # = prompt, 
enter XKY95117,MUNCHER then 
press RETURN 4. Have a major 
credit card or your checking account 
number ready. For more informa- 
tion in the U.S. or Canada, call 


1-800-638-9636. 


suueseest ein: Sana aaa 


*Here’s the fine print. GEnie er ee games and support services are $3.00 an hour in non-prime time: 6 p.m. to 8 a.m. local time Mon.-Fri., all = 
day Sat. and Sun. and selected holidays. There’s also an $8.95 monthly subscription fee. Each month, you'll get credit for up to four hours of non- —=_ SIM UTRONICS 
prime time usage. Any surcharges incurred apply to all hourly usage, including your first four hours. rron tT) o 8 


THE AIR WAR IN EUROPE 
AND THE PACIFIC RETURNS! 


Air COMBAT CLASSICS INCLUDES THREE AWARD-WINNING 
FLIGHT GAMES FROM LucasArTS 


Three exciting flight simulations now 
come in one package, thanks to 
LucasArts. Air Combat Classics includes 
Battlehawks 1942, Their Finest Hour 
and Secret Weapons of the Luftwaffe. 
Also contained in the package is Their 
Finest Missions, the TFH add-on, and 
four new planes and tours of duty for 
SWOTL. 


Air Combat Classics 


by LucasArts 


Requirements: 640K, hard drive, 


Retail Price: ; 
Hard Drive Space: varies per game 
No. of Players: One player 


Battlehawks features action in the 
Pacific as Japanese fighters and 
bombers try to turn the tide of the war 
against the Allies. Their Finest Hour 
reenacts the Battle of Britain, where 
Germany’s powerful Luftwaffe, having 


Can you recreate the Battle of Britain or 
turn the tide in favor of the Germans? 


THE ULTIMATE PUBLIC GOLF 
COURSE MAKES HOUSECALLS! 


THE CREAM OF PGA COURSES COMES TO LINKS 386 IN 


THE GUISE OF PEBBLE BEACH. 


Created in 1919, Pebble Beach has 
long been one of the most famous golf 
courses in the world. The sight of three 
U.S. Open championships, Pebble 
Beach is the only public golf course of its 
stature in the United States. Set on the 
shores of Carmel Bay, Pebble Beach 
has confounded both pros and amateurs 
with its difficult layout. 


Pebble Beach 


by Access Software 


Links, Links 386 or 
Microsoft Golf 

and compatibles 
Access Software 


Requirements: 


Retail Price: : 
Hard Drive Space: 1 Meg 
No. of Players: 1-4 players 
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Now you can challenge this difficult 
course with Links, Links 386 or Microsoft 
Golf for Windows. This course has 
tamed the greatest golfers in the world. 
Do you think you have the right stuff to 
beat it? 


me Ag Bg aes ' { .. sel 
The majestic Pebble Beach beckons golfers 
of all caliber. 


sie guts F , 


Crush enemy planes as you explore the 
Secret Weapons of the Luftwaffe. | 


helped dominate the European conti- 
nent, tries to annihilate the British air 
force. Players can take either side of the 
conflict. Finally, Secret Weapons of the 
Luftwaffe features the bizarre aircraft 
developed by German scientists near 
the end of the war. Experience the thrill 
of the twin-jet Me-262, the squat, dan- 
gerous Me-163 Komet or the Go-229, 
otherwise known as the Flying Wing. 

While dedicated enthusiasts of flight 
simulations probably have these games 
already, for those new to the genre, this 
is a way to pick up three of the best flight 
games ever created in one fell swoop. If 
you missed them the first time around, 
don't let this package slip past. 


ADDINONAL ALTERATIONS 


Villa Crespo has started packaging a 
number of their Coffee Break games 
together. Witness the Casino Gambler 
Kit, which comes with Dr. Wong’s Jacks 
+ Video Poker, Dr. Thorp’s Mini Black- 
jack, Ruckus Roulette, Ruckus Poker 
and Casino Craps. Additionally, the 
package includes some travel and tour- 
ing information for the Las Vegas area. 
The whole package is reasonably 
priced, so any gambling gurus will want 
to take a look. 

Cyberdreams has converted Dark 
Seed for play on the Macintosh. The 
continuing story of Mike Dawson com- 
bined with the surreal artwork of H. R. 
Giger creates a unique world of dark sci- 
ence and fantasy. 

Finally, Broderbund’s excellent The 
Treehouse, an edutainment product, has 
recently been released for the Macintosh 
as well. Hang out with the possum kids 
as you learn math, science and more. In 
addition, Broderbund has also issued a 
Macintosh version of The Backyard. One 
can only assume that the yard in ques- 
tion is the one that contains the afore- 
mentioned Treehouse. 


Join Captain James T. Kirk and the crew of the U.S.S. Enterprise’ 
in all new episodes that place you in command. Beam down to 

alien worlds, communicate with new life forms and take the helm 
as you join the legendary crew of the Starship Enterprise™ in their 
continuing five year mission to explore the final frontier. 


dz pfal- 17922 Fitch Ave. 
W't-T> Irvine, CA 92714 


Software © 1993 Interplay Productions, Inc. All rights reserved. Star Trek"’ ® and © 1993 Paramount Pictures. All rights reserved. a 
Star Trek is a registered trademark of Paramount Pictures. a eee" (714) 553-6678 


A MEMORABLE LESSON IN 


TIME MANAGEMENT! 


YOUR KIDS WILL THRILL TO THIS COLORFUL AND EXCITING 
RENDITION OF AESOP’S FAMOUS TALE. 


The slow tortoise likes to take it easy on 


nice mornings like this. 


Aesop’s Fables have entertained kids 
of all ages for thousands of years. Now, 
thanks to the modern technology of CD- 
ROM, one of his best-loved tales can be 
told on the PC with the help of Simon, 
the story-telling bird and Broderbund. 
The Tortoise and the Hare tells the story 
of two creatures who have very different 
ways of living. The Tortoise likes to take 
it easy, planning ahead and managing 
his time well enough that he can enjoy 
life’s simple pleasures. The Hare moves 
as fast as he can, trying to get every- 
thing done as quickly as possible so he 
can get even more done. 

The Hare doesn’t understand how the 
Tortoise can get anything done at his 


After the hare runs through, the tortoise will 
hear the sound of the woodland creatures. 


The Tortoise and the Hare 
by Broderbund 


MPC, 386 SX or greater, 
4MB RAM, Windows 3.1 


Requirements: 


Available for: 
Designed by: 


Retail Price: 
Hard Drive Space: N/A 


Age: 3-8 
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slow pace, so, to show him up, the Hare 
challenges him to an all-out fast foot 
race. It’s the Hare’s speed and agility 
against the Tortoise’s idea that moving 
at a slow and steady pace will lead him 
to victory. 

As with the other CD-ROM’s in Brader- 
bund’s Living Books series, players can 
do more than simply have the story read 


to them. At any stage in the story, they: 


can click on the words at the top of the 
page and hear them pronounced. Many 
of the characters and objects on the 
screen can be clicked , offering a humor- 
ous animation sequence. Pages can be 
read and re-read as many times as the 
player wants. Kids can even follow the 
story with the illustrated book included in 
the package. 

With its ability to tell an entertaining 
story, Living Books’ The Tortoise and 
the Hare will help improve the reading 
Skills of the kids who play it. Words 
phrases and lines can be highlighted on 
each page, reinforcing the sounds of the 
words as well as their meanings. 

The Tortoise and the Hare features a 
simple point-and-click interface designed 
so that anyone, regardless of age or 
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As with all of the Living Books titles, The Tortoise and the Hare provides a number of 


@ Everyone was excited on the day of the big race, 
The Hare was toe | making sure everyone noticed him. 
iid hardly believe that he was going to race, 


The Tortoise co 


On the day of the race, the Hare is ready, 
but the Tortoise is nervous! 


a 


@ The Hare was so far in the lead he just couldn't 
resist showing off some of his fayorite moves, 


tices SPRING 
SKIP 2 SPRINT 
JUMP LOPE | 


With a comfortable lead, the Hare has time 
to show off his moves. 


computer experience, can jump in and 
play along with the story. 

As with many of the Living Books 
titles, the story can also be read and 
played in Spanish, offering a whole new 
language to young users. Previews for 
Just Grandma and Me, Arthur’s Teacher 
Troubles and The New Kid on the Block 
(the other three Living Books titles) are 
included. Classic storytelling and mod- 
ern technology form a delightful interac- 
tive and educational experience in The 
Tortoise and the Hare. 


® The Tortoise and the Hare met again 
. that afternoon. The Hare challenged 
©’ the Tortoise toa race, — 
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art...the ancient art 


of storytelling. 
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Look for these premium 
TSUNAMI titles: 


AINGWORLE 
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YOU'RE JAKE RYAN, rookie motorcycle officer. Ten years have passed since the 
unsolved murders of your parents, but a twisted trail of evidence still exists. 

While patrolling your beat, pieces from the past begin to link with the present. 
| | , L \ r You’re treading where you're not wanted and someone wants you to know it! 


BLUE FORCE...Realize your destiny. 
Available from your local dealer in 3.5” disk or CD-ROM FORMAT. 


™ designates a trademark of Tsunami Media, Inc. 


OTsunami Media, Inc. 1993. All rights reserved. Tsunami Media, Inc. is an independent publisher, distributed exciusively by Accolade, Inc. 


RID THE GALAXY OF THE 


PURPLE HAZE OF ILLITERACY! 


TAKE AN INTERSTELLAR EDUCATIONAL TRIP WITH THE 
OFTEN=EXTRAVAGANT Jimi LEARNING EXPERIENCE. 


Jimi Learning is on a quest to stamp 
out illiteracy throughout the galaxy. Your 
kids can help his quest and improve 
their reading skills at the same time with 
Electric Reading Land from D.C. True. 

Climb aboard the U.S.S. Jimi and dis- 
cover the secret of words. Jimi and the 
player can energize the Imagination 
Space Station and create the story that 


Electric Reading Land 
by D.C True 


386 SX, VGA, 640K RAM, 
Mouse, Hard drive 
and compatibles 


Requirements: 


Retail Price: 
Hard Drive Space: 


will save it with the words they have 
learned together. On Dino Beach, kids 
can discover items that will help them 
learn the meanings of words while par- 
ents will be entertained with the lively 
60’s soundtrack. 


Jump into the experience on the bridge of 
the U.S.S. Jimi. 


CREATE AND STAR IN YOUR 
OWN MULTIMEDIA STORIES! 


Use PHOTO-REALISTIC IMAGES, TEXT PAINT AND DAZZLING 
SOUNDS TO BRING YOUR PRESENTATIONS TO LIFE. 


Kids have long been fascinated with 
entertainment, television and movies. 
Now, with Kid’s Studio, they can pro- 
duce, direct and star in their own multi- 
media productions. This new software 
makes it easier than ever to create sto- 
ries using photo-realistic images, paint, 
text, sound and special effects. These 
stories can then be shown as full-screen 


= > | = 
Kid’s Studio 
by Maxis 
System 7.0, 4MB RAM 
256 color/gray scale 
Macintosh 
Cyberpuppy 


Requirements: 


Retail Price: 


Hard Drive Space: 6 Meg 
Age: 6-Adult 
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slide shows, movies or as printed books. 

Kid’s Studio contains over 200 high- 
quality images in a variety of themes like 
wild animals, cartoons, American histo- 
ry, Outer space and more so that kids 
can learn about the pictures while they 
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View works in progress in a variety of sizes 
for easy access. 


Dino Beach features a discovery game and 
music from the 60’s. 


Electric Reading Land will help your 
child build basic phonic skills as well as 
a vocabulary of over 500 words. ERL will 
also nurture the independence to 
decode thousands of other words your 
child may encounter. 

Electric Reading Land uses the skill 
and knowledge of some of the world’s 
greatest experts and teachers of reading 
and reading skills. The game duplicates 
their intuition with an advanced artificial 
intelligence system. 

Additionally, for each copy of Electric 
Reading Land that is purchased, D.C. 
True will make a donation to help eco- 
nomically disadvantaged kids get access 
to books and computers. 
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wherever you need it in your story! 


create stories around them. 

In addition, players can also augment 
the images contained in the software 
with special cut and paste tools that 
allow them to place fun shapes over the 
pictures in the game. Text doesn’t have 
to be just black on a white background; 
fancy controls like see-through text and 
patterned backgrounds can be used to 
give the presentation flair. Sound record- 
ing is also included, making the stories 
true multimedia presentations. The sto- 
ries can even be saved as QuickTime 
movies. | 

Kid’s Studio supports Kodak Photo 
CD’s so you can bring in your own pic- 
tures as well! 


sed on today’s geopolitical realities. 


pay for your mistakes...with your life. 


ee Uor F-spec flight models Logon and engadget 
cracy over five million square miles of 


accurate landscape. 


Ocean of America 

1855 O'Toole Avenue, Suite D-102 
San Jose, CA 95131 

(408) 954-0201 


Mavis BEACON NOW HAS A 


SERIOUS CHALLENGER! 


TEACH CHILDREN VALUABLE TYPING SKILLS WITH THE HELP 
OF A FRIENDLY FIERY DRAGON. 


Learning how to use a computer can 
be a daunting task, especially for kids. 
Of course, learning would be made a lot 
easier if the kids knew how to type. 
That’s where Kid Keys comes in. Kid 
Keys is a typing tutor designed specifi- 
cally to help kids learn how to touch type 
on a standard keyboard set-up. To keep 
kids interested, the game includes a 


Kid Keys 
by Davidson 


640K, 12MHz or faster 
Mouse, VGA 

PC and compatibles 
Davidson 

Davidson 


Requirements: 


Available for: 
Designed by: 


Retail Price: 
Hard Drive Space: 
Age: 


number of strange characters to interact 
with, including Keystone the Dragon, 
who acts as a guide. 

In addition to teaching kids how to 
type, Kid Keys will also instruct players 
in letter phonetics and word recognition 


~ tes 


Learn the keyboard as you type along with 
the letters that appear. 


PUT TOGETHER A WINNER IN 
A RIPPIN’ ROAD RACE! 


HERE’S A CHALLENGING RACING GAME THAT HELPS BUILD 
SCIENTIFIC KNOWLEDGE AND PRACTICAL REASONING. 


Morty, the Master of Mischief, has a 
one-track mind when it comes to sci- 
ence. He’s taken over the Shady Glen 
Technology Center and claims he can 
build the best auto, air and alternative 
energy vehicles. To beat him, you’ll 
need to build a better vehicle. But first, 
you need to collect all of the parts you'll 
need by solving science problems fea- 


Gizmos & Gadgets 
by The Learning Company 


256 color VGA, 

286 or better 

PC and compatibles 

The Learning Company 
The Learning Compan 


Requirements: 


Available for: 
Designed by: 
Distributed by: 
Retail Price: 


Hard Drive Space: 4 Meg 
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turing everyday objects like wheelbar- 
rows, skateboards and scissors. Once 
youve built your contraption, it’s race 
time as you prove to Morty who the real 
master of science is! 

Gizmos & Gadgets helps kids build a 
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Your kids will have to solve numerous puz- 
zles in order to advance in the game. 
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Both beginning and advanced typists can 
benefit from Kid Keys. 


Skills. Kids can choose to explore or sim- 
ply have Keystone tell them what to 
type. 

Three games come included with the 
software. In Magic Keyboard, pressing a 
key causes an animation to take place 
on the screen. In Dragon Tunes, kids 
type letters in combination to play 27 dif- 
ferent songs. Finally, Monster Rescue 
gives the player clues for kids to deci- 
pher. Only by typing the correct 
sequence of keys can the monster pals 
be saved. 

Learn the ins and outs of the computer 
keyboard and improve much needed 
word recognition and reading skills with 
Kid Keys from Davidson. 


bo, ie he CORE . 
Crisp graphics lend pleasant views of the 
interesting science experiments. 


basic understanding of physical science 
principles by instructing them in mag- 
netism, force, electricity, gears and 
more. Hands-on experimentation is 
encouraged with immediate feedback of 
what kids try on screen. Solve puzzles 
that demonstrate basic physical science 
concepts to give kids the insight to apply 
that knowledge toward solving real-world 
problems. 

Gizmos & Gadgets contains eight dif- 
ferent puzzle types and over 200 puz- 
zles and simulations. The puzzles adjust 
to the player’s skill level, providing a 
constant challenge. Teach kids the 
basics of science with this exciting rac- 
ing game from The Learning Company. 


MULTIMEDIA CD ROM 


ea GAMES 


GAME POWER! FOR PC COMPATIBLES 


Hot New CD ROM Titles 


Hot New CD ROM Titles 


HOT NEW 3.5" DISK TITLES 


FLIGHT SIMULATOR 5.0.... $49.99 DE TORE FT ictvnsceneeess $62.95 FNGUCS! veiencarcunsess $52.95 
STREET FIGHTER II ........ $38.99 BLUE FORCE Next of Kin.. $44.00 IRON HELIN sccscunesesaens $59.95 
PALGON DG icccvceownensan $48.00 CONAN THE CIMMERIAN . . $21.00 F-15 STRIKE EAGLE3...... $54.95 
LINKS 386 PRO (Golf)....... $45.95 OPT séscctncvawews $39.95 DAR SUM va nincwxecumaes $55.00 
oe tate ee ee eens corer BATTLE CHESS......... $45.00 MAD DOG McCREE ....... $42.95 
2 amageianeiniagiadapatataiel $4595 THE DAGGER OF AMON RA $39.95 RETURN TO ZORK......... $53.95 
X-WING imperlal Persult ... $27.99 REVELL BACKROAD RACER $47.95 PROTOSTAR WAR ........-. $45.95 
TERMINATOR 2029......... $46.50 REVELL EUROPEAN RACER-~ $47.95 DRACULA UNLEASHED .... $52.95 
PRINCE OF PERSIA......... $32.50 Indiana Jones/Fate of Atlantis $51.95 SPACE QUEST 4...... $37.50 


DARKSIDE OF XEEN........ ee ).0—lC EC Te RINGWORLD REVENGE .... $41.95 
CLOUDS OF XEEN.......... $46.95 The Labyrinth of Time...... $52.00 RETURN OF THE PHANTOM.. $41.95 
METAL & LACE (R)....... $38.95 WOLFPACK osx accxexawees $39.95 CURSE OF ENCHANTIA.... $26.00 
COBRA MISSION (R)...... $55.95 Eye of the Beholder-Trilogy $54.95 MANTIS Experimental Fighter $39.95 
DRAGON KNIGHT 3 (R).... $53.95 gy ' 
RED CRYSTAL........ 00... $41.50 FANTASY EMPIRES...... $39.95 WRATH OF THE DEMON... $27.95 
CONQUERED KINGDOMS....$42.00 STRIKE COMMANDER..... $56.95 JUTLAND... 2. eee eee eee $59.95 
PINBALL DREAMS.......... $36.95 LOST TREASURES ....... $44.95 CHESSMASTER 3000 ..... $39.95 
TRUMP CASTLE 2 DELUXE $46.50 LOST TREASURES 2...... $34.95 Maniac Mansion Day of the Tentacle $45.00 
SYNDICATE oncwtcanenereans $46.50 ERIC THE UNREADY....... $38.00 WHITE HORSE CHILD..... $29.95 
STAR CONTROL 2......... $42.50 SECRET OF MONKEYISLAND $38.50 WING COMMANDER 2..... $36.95 
TOM LANDRY Strate y Football $34.50 F-117A/F-15STRIKEEAGLE2 $42.50 LEGEND OF KYRANDIA.... $43.95 
eee aS Fae HRLLORA coussennesryens $66.66 Tony La Russa Baseball2.. $57.95 
sieduntpasthanalabotctinabet a TERMINATOR 2 CHESS.... $39.95 


RAILROAD TYCOON DELUXE $48.95 NATL. LAMPOON'S CHESS MANIAC $51.50 


Where Is Carmen San Diego Deluxe $32.00 STAR TREK-25th Anniversary $62.00 

REX NEBULAR Gender Bender... $37.00 ARTHUR TEACHER ........ $29.95 GUNSHIP 2000 ........ +. $29.95 
MASTERS OF ORION...... $46.99 JUST GRANDMA & ME ..... $42.95 AEGIS Guardian of the Fleet $54.00 
D&D FANTASY EMPIRES ... $44.99 MAVIS BEACON TEACHES TYPING $25.95 KINGS RANSOM.......... $37.50 
D&D STRONGHOLD....... $44.99 DINOSAUR SAFARI....... $39.95 JONES IN THE FASTLANE... $39.00 
VEIL OF DARKNESS....... $29.95 MIXED UP MOTHER GOOSE $34.22 KINGS QUESTS5.......... $39.95 
STRIKE SQUAD.......... $46.95 GLOBAL EXPLORER....... $99.00 KINGS QUESTG.......... $47.50 
THUNDERSTICK JOYSTICK. . $29.95 TALKING JUNGLE SAFARI $54.50 SPACE SHUTTLE......... $29.95 
Memory Commander (Utility) $69.95 TALKING SCHOOLHOUSE .. $54.50 SPIRIT OF EXCALIBUR . . $29.95 
PUTT-PUTTS FUN PACK... $35.95 PTO Shc cmanckinwnewes $19.95 

PUTT-PUTT JOINS THE PARADE $42.00 DEAD ZONE JR: seccacv ees $57.50 


DINOSAUR ADVENTURE..... PRIVATE EYE MYSTERIES $42.50 


(sce a wee eee . Secret Weapons of the Luftwaffe $28.50 

HARDWARE UPGRADES SPACE ADVENTURE...... $29.95 WACKY FUNSTERS « «isass $31.00 
Macmillan Dictionary for Children $29.95 LORD OF THE RINGS...... $52.00 

Genod SCOOTER'S MAGIC CASTLE $46.95 GUY SPY csncacieon van $28.95 

SENS ERA BEYOND THE WALL OF STARS $39.95 SHERLOCK HOLMS 1...... $52.50 
WindowsVGA 24 VLB Accelerator FATTY BEAR'S FUN PACK $34.95 SHERLOCK HOLMS 2...... $53.95 


cane he dae SEEKS SHERLOCK HOLMS 3...... $53.95 
RACE THE CLOCK........ $39.95 Adventures of Willy Beamish $37.00 
THE UGLY DUCKLING..... $44.50 SCRABGLE DELUXE ceca $31.50 


The 8500VL-TURBO graphics card offers the user 
16.8 million colors at the fastest speed available on 
the Cirrus Logic GUI accelerator chip. Available in 32 


” ee ard nd tities te Shelly Duvall's Its' a Bird's Life $38.50 to) eee w+ $38.50 
cludes advanced drivers for all popular applications. Goldilocks &the Three Bears $39.95 et eeentneeewenewnss . $44.95 


GREAT NAVAL BATTLES... $53.50 


REFERENCE CD's 


Stunning VGA/ Windows performance. Great review 


in recent national magazine.......... $119.95 PHONEDISC USA REVERSE.. $199.00 WING COMMANDER 1/ ULTIMA 6 $33.95 

a de hie, 0 Ee eee CD GAME PACK 2 (10 Games) $39.95 

AudioBitz Model Aston Im FRACTAL ECSTASY «---- £9888 MMM Gio Kitueo Sam RUPERT $3250 
enoa's AudioBlitz is fully compatible wi 

Windows Sound System™, SoundBlaster™ and KING JAMES BIBLE..... $29.95 4 QUEENS CASINO ........ $39.50 


AdLib™. Impressive 16-bit recording and playback 
and equiped with connectors for Mic In, Line-in, 


a eee AMERI CAN TECHN A-VISION 
Uality FroaQucts olNce 
CALL TOLL FREE 


Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
1-800-551-9995 


Sales Office: 1903 Fairway Dr., San Leandro, Ca. 94577 
OR CALL 510-352-3787 


Terms: We accept money orders, personal checks or COD's. Visa, MasterCard 
okay. Security restrictions may apply on charge cards. No personal checks on COD. 

MSDOS™ required for most titles. Some titles require WINDOWS™ . Prices & Availability 

subject to change without notice. Some titles 286 compatible. ™ 's property of respective owners. 


$4.75 shipping and handling. Add $6.00 for COD orders. In Canada total $8.00 for 
shipping. No COD's to Canada or addresses outside the Continental U.S. 
Canadian, APO, FPO and foreign orders must be prepaid by money order in U.S. 
funds drawn on a U.S. Bank. Foreign shipping extra. Calif. residents include 
8 1/4 % sales tax. Check compatibility with your system before you buy. All 
sales final. All products fully guaranteed, however defectives replaced with 
same title only. Personal checks allowed to clear 2 weeks before shipment. 


It is vacation time... . you can sit at 
home watching the grass grow or 
enter our world ... LUCKY’S 
CASINO ADVENTURE. This could 
just be your lucky break. Everyone 
can “win”, but only the best can hold 
out for the full three weeks. Travel 
between the many casinos, have a 
bite to eat and rest in the hotels. 
Nothing has been left out in this state 
of the art experience of a lifetime. 


Games Included: 5 Different Pokers, 8 Different 
Slots (all completely different), Paigow, Bingo, 
Keno, Baccarat, 3 Different Video Pokers, Money 
Wheel, Blackjack, Casino, Craps, Red Dog, 
Roulette, Caribbean Stud (ALL REAL CASINO 
QUALITY) 

Supports All Major Sound Cards 

256 Spectacular Colors 

Tournament Play 

Scoring History 

640 x 400 VESA VBE 1.2 Compatible 

Three Week Adventures to experience 


The “Lucky’s Casino Adventure” 
computer game is for IBM PC. It can be 
obtained through your favorite retailer or 
Call: 

1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 
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EXPLORE THE WORLD!! Your family \) 

can rule the high seas, and crush 2 — Maste LS of the 

the competition in this all out, global 7 sf ee 
conquest game. Findthe hidden e Historical and Random World Maps — 
treasures in far off lands and (Billions) 


establish trade routes. Your 


popularity is at stake as you involve Bi foe tle eee 
yourself with the church and state. ogem Flay, aes 
The others in power say you can’t do Complete Scoring History — 


Strong Artificial intligence 


it... . Do you have the strength?? 

Delve into the political power 
struggle, entrench yourself in the 
ruling establishment of the church, a 
and trade in exotic commerce to 2 
become the master of the world | 2 
...... THE MERCHANT PRINCE.” . 


THE MOST IMPORTANT 
GAMES OF 1993] 


WHAT WERE THE GAMES THAT HAD THE MOST SIGNIFICANT 
IMPACT OVER THE LAST YEAR? READ ON! 


(When company presidents need 
analysis of hot trends and future possi- 
bilities, one of the names on speed dial 
is “Arnie Katz.” Writer, lecturer, designer, 
consultant and, now, editor of Electron- 
ic Games, Arnie gives readers of Com- 
puter Game Review and CD-ROM 
Entertainment an insider’s look at the 
world of electronic gaming. This month, 
Mr. Interactive Entertainment gives his 
choices for the most outstanding game 
published in the last 12 months.) 

Last year was a record-breaker in 
many ways. There were more excellent 
computer and multimedia games, what 
the business calls "A" titles, than in any 
previous 12-month period. The unprece- 
dented quality of current titles results 
from two main factors: 


1. Increased Professionalism. 


Gaming has left the garage for good. 
There was something special about the 
pioneers who slaved for months, even 
years, to craft a computer game. Unfor- 
tunately, no individual is now capable of 
producing a game that meets all the cur- 
rent standards for commercial software. 
Too often, the great programmer isn’t 
much of a designer, and the wonderful 
musician can’t draw a straight line. Only 
a design/development team can hit the 
mark in every phase, and practitioners of 
the various game-creation disciplines — 
graphics, sound, design, and program- 
ming — are honing their skills through 
specialization and learning to function 
effectively within a team. 


2. Hot Competition. 


Despite a few holdouts, most companies 
now recognize that selling interactive 
entertainment software is strictly a feast 
or famine situation. The very strong 
entries rack up respectable numbers, 
but everything else is marginal or worse. 
This reality forces publishers to aim 
higher. 

High quality, yes, but few break- 
through titles. Computer technology is 
Streaking ahead to the 586 and MPC II, 
but games designed to that standard 
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would have little marketability today. 
Most people currently own 386SX and 
486DX machines, so games must run on 
those platforms to generate enough 
sales. 

Meanwhile, computer multimedia (CD- 
ROM, MPC, Mac CD) is just starting to 
explode. While there have been some 
enjoyable products, it will be some time 
before designers and implementers are 
able to realize the full potential of this 
hardware. The industry is moving swiftly 
along the learning curve, so look for a 
sharp upturn in the quality of multimedia 
entertainment software in 1994. 

Now that I’ve put the year into some 
perspective, here are my choices for the 
ten most important games of 1993. They 
aren't necessarily the year’s highest- 
rated titles, though all are 90+ out of 
100, but they are all significant. They’re 
alphabetical, since it’s hard to meaning- 
fully compare them to each other. This is 
an elite group: 

Eight-Ball Deluxe (Amtex) is the most 
beautiful and accurate electronic pinball 
simulation ever produced for the Macin- 
tosh. The arcade classic is reproduced 
with painstaking detail, even allowing for 
the incorporation of the famous “Chalk 
up!” and “Go for the 8 ball, corner pock- 
et” voice-overs. The ball physics and 
game play have won praise from fans of 
the original Bally pinball machine, which 
may make Eight-Ball Deluxe the cata- 
lyst to bring veteran silverballers into the 
electronic gaming hobby. 

Flashback (SSI). This science fiction 
adventure sports a unique visual look 
that is comparable to multimedia prod- 
ucts, though it is offered on conventional 
floppy disk. Also important is the fact 
that Flashback was also produced as a 
video game (by U.S. Gold). 

Incredible Machine (Sierra On-Line). 
This and its sequels are the year’s out- 
Standing and innovate puzzle games. 
Others have tried to build a game 
around Rube Goldberg-like machines, 
but Jeff Tunnell did it brilliantly. Many 
gamers have been delighted and frus- 
trated to the point of exhaustion when 
the see the doggone bowling ball roll to 
a dead stop just inches from the goal. 


This could be a classic like Shanghai 
and Tetris. 

Return to Zork (Activision). Ed Dom- 
brower used cutting edge technology to 
bring the classic adventure series into 
the 1990s.The ReelMagic board pro- 
vides extra audiovisual power to this 
blend of intricate animation and full 
motion video. 

Seventh Guest (Virgin Games). No 
game is more closely identified with mul- 
timedia entertainment in the minds of 
American consumers. This exploration 
adventure set in an eerie gothic storyline 
(complete with a living picture book!), 
allows. the player to move freely in a 
three-dimensional environment, and 
makes the best of its limitations with 
brain-teasing puzzles and atmospheric 
visuals that draw the player deep into 
the game. 

Space Hulk (Electronic Arts) may well 
be the best science fiction computer 
game published last year. The electronic 
version of the Games Workshop board 
game has become the addiction of many 
serious strategy gamers. 

Strike Commander (Origin). This 
proved to be one of the year’s most-dis- 
cussed new games. Some gamers loved 
the incredible depth and detail of the 
flight simulation, while others were dis- 
appointed that it wasn’t as playable as 
Wing Commander | and Il. The fre- 
quent delays in the development of 
Strike Commander may have con- 
vinced Origin executives to strike a 
merger with Electronic Arts. 

Walker (Psygnosis), Prince of Persia 
ll (Broderbund), and X-Wing 
(LucasArts). Just when critics were start- 
ing to write obituaries for computer 
action games, these three sensational 
Programs appear. Strategic scope 
embellished with maximum on-screen 
excitement could become the success 
formula for a revived action game cate- 
gory. It’s no accident that all three are 
available as video game cartridges. 

Those are my picks. | wouldn’t be 
shocked if someone’s list had no over- 
laps. After all, creative diversity is the 
main strength of computer gaming, and 
these games represent some of the 
brightest and best stars of that category. 
Hopefully, the continued trend of good 
competition and increased attention to 
producing high-quality computer enter- 
tainment software will reach far into the 
coming year to create even more titles 
worthy of mention. 

Next month, “Computer Confidential” 
will dump the aulde lang syne bit and 
discuss gaming’s Hollywood connection. 

- Arnie Katz 
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Why settle for a mere 
5 256 colors, offered by current PC games, when 
ReelMagic gives you theater-quality graphics 


There’s more to games than a mouth that sort 
of moves or tinny sound. Now there's a new way to 
play PC games that's just like sitting in a theater 
controlling the action with your joystick. 

It's ReelMagic; the new MPEG playback adapter. 
Available only from Sigma Designs. This incredible 
add-in board brings the next generation of CD-ROM 

games to your PC 
Sato bigger than life. 
alll Say adios to wimpy 

graphics. Herky-jerky 
movement. Bogus sound. __s 
And phony scenarios. ReelMagic pumps up the reality meter So you 
_ can crank up the fantasy. 

pe. We've also included Activision's Return to Zork so you can 
a experience the excitement of full motion video now. 
= It's not real unless it’s ReelMagic. Call 1-800-845-8086 ext. 323 for a 
dvalee demo near you. Or you can stick with real ordinary. Oh joy! 


. Get 16-bit 

Mm.) CD-quality sound that plays Sound Blaster” 

m=) and Windows” compatible software. The &-bit 
“mee audio you're used to just doesn't compare. 


Reellagic-compatible 
==) games run at 30 frames-per-second, 
| TRUE full-motion, so you avoid jerky, 

blocky images. 


(' 2 


Now you 
= can get theater-quality video in a 
es full-screen image for a realistic, 
movie-like experience. 


Fa 


i _ 
Stas | NY | 
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Discover the new generation of ReelMagic games from these manufacturers, and look for more exciting titles comin 1g SOON. ReelMagic Adapter 
| | 


ACTIVISION | © SIERRA PC Computing 


GE crilobyt= 


entertainment 


Only ReelMagic Makes It Real. PRICNS: 


© 1993 Sigma Designs, Inc. The Sigma Designs logo is a registered trademark and ReelMagic is a trademark of Sigma Designs, Inc. All other brand names and products are trademarks or registered trademarks of their respective holders 
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TIME TO EXAMINE THE 


RULES OF THE GAME. 


PICKING THE RIGHT ‘ZINES FOR REVIEW INVOLVES MORE 


_ THAN YOU MIGHT THINK. 


I've gotten a few weird letters—weirder 
than usual, | mean—so maybe. it’s time 
to explain how | choose fanzines for 
review. Some faneds have made world- 
record leaps to absurd conclusions. | 
want to set the record straight. 

For CGR, | concentrate on fanzines 
about computer and multimedia games, 
plus publications of interest to all elec- 
tronic gamers. Some computerists also 
have an interest in older systems, so | 
occasionally review one of the collector 
fanzines. 

This column accents the fanzines | 
think game-lovers would most enjoy. | 
also try to mention a lot of first issues, to 
encourage newcomers. 

Trashing my favorite game (or even 
one | helped design), satirizing the pros, 
and such won’t hurt a ‘zine’s rating. 
Faneds are entitled to opinions contrary 
to mine. 

| don’t review fanzines published 
under pseudonyms. A big part of fandom 
is the personal connections among fans, 
and a secret identity eliminates all possi- 
bility of such relationships. Colorful nick- 
names, even self-administered, are the 
editor’s prerogative. 

The selection process isn’t high tech. 
My assistant Ross Chamberlain collects 
all incoming fanzines in a drawer. Every 
two weeks, | empty the accumulation 
onto my desk, sort them, and review as 
many as will fit in the available space. | 
wish | could cover more titles at greater 
length, but that won’t happen unless an 
unlikely tidal wave of reader enthusiasm 
encourages Steve Honeywell to give me 
a second page. 

With the current limitation in mind, 
however, it’s about time for me to wade 
into that heap of recent fanzines and tell 
you about some of them. 


Adult Gamers Quarterly #2 

Edited by Rick Schrand 

4123 S. Ridgecrest 

Springfield, MO 65807 

Quarterly, $15/4 issues, 17 pages 

Slick newsletter graphics and a well- 
balanced approach to the subject are 
the main recommendations of this video 
gaming magazine. The front-page edito- 
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rial calls upon electronic gaming to serve 
older players as diligently as it does 
younger ones, which is also what AGQ 
tries to do in its way. 

Rick is a concerned parent and tries to 
look beyond graphics and play-action to 
more profound issues. Some may find 
Rick a little over-intellectual, but he’s an 
important new voice in the hobby and 
deserves a full hearing. 


Concordant Opposition #3 

Edited by Jeff Bogumil 

187 N. State RR 2, Apt. B-201 

New Martinsville, WV 26155-1631 

Occasional, $1 per issue, 22 pages 

The first three pages are a user’s 
report on the Sega CD by Chip Land- 
wher, and Jess Ragan’s extensive 
review of Final Fight CD. Other worthy 
items include a report on British Gaming 
from Todd Lintner, a useful section 
about the Vectrex, letters from readers, 
and an interview with well-known fan Pat 
Reynolds. A few of Pat’s illustrations 
would dress up the looks a lot, though 
the neat newsletter format is well-exe- 
cuted. 

Jeff's editorial decrying pseudo-pro- 
fessionalism in fanzines gets nothing but 
applause here. A fanzine editor like Jeff 
who takes pride in producing a good 
amateur publication is better than a 
dozen posers. Concordant Opposition 
isn't the most regular fanzine, but multi- 
media gamers will want to get whatever 
issues Jeff produces. 


High Density #3 

Edited by Jonah Jackson 

56 Glenview Dr. 

San Francisco, CA 94131 

Frequent, $1 per issue, 20 pages 

In just three issues, Jonah and side- 
kick Greg Bemis have made High Den- 
sity one of the best current fanzines, 
perhaps the leader among the comput- 
er-oriented ones. If the pair doesn’t lose 
heart over failure to maintain a monthly 
schedule, this could easily be the top 
fanzine of 1994. 

Jonah, Greg, and new 
columnist/reviewer Paul Chapman have 
a great attitude about gaming, High 


Density and themselves. Pieces like 
Greg’s tirade against bad English in 
video game rule books are intelligent, 
well-researched, and very amusing. 
You'll howl at Greg’s eT but his 
point is serious. 

Jonah has written the first piece is fan 
fiction (fiction about fans and their activi- 
ties) in electronic gaming fandom. | hope 
Jonah will write more stories. This one 
has its moments, and its appearance is 
a landmark event in fan history. 

High Density isn’t perfect, but it has 
improved at a spectacularly rapid rate. 


MicroBytes Vol. 2 #1 _ 

Edited by Greg Nowe 

1017 Troy Dr., Madison, WI 53704 

Bi-monthly, $10/six i issues, 10 pages 

This is the first revival issue of a 
newsletter aimed at the lighter side of 
home computing. It concentrates on 
material about the Commodore 64 and 
Amiga, written primarily by enthusiasts 
who’ve met through telecommunica- 
tions. 

MicroBytes is warm-hearted and 
friendly, though it may take Greg anoth- 
er issue or two to get comfortable in the 
editorial chair. | don’t think this lively 
bunch has had much contact with the 
rest of fandom as yet, though that will 
probably change quickly. Greg’s easy- 
going style gives MicroBytes an inviting 
air that should gain it popularity with 
hardcore computerists. 


The Shape of Gaming to Come #10-12 

Edited by Darren Krolewski 

38150 Mt. Kisco 

Sterling Heights, MI 48310 

Bi-monthly, $2 per issue, 42 pages 

Darren actually wants $4.50 for this 
triple-sized (and -numbered) publication, 
but $2 gets the next one. Despite occa- 
sional eruptions of pretentiousness, it’s 
an engaging effort that’s always a wel- 
come arrival here. 

| think Darren’s repeated attempts to 
compare TSOGTC with newsstand pub- 
lications is on the wrong track. No one 
buys TSOGTC because it has better 
gaming coverage than the pro maga- 
zines. It doesn’t. What makes it so much 
fun to read is Darren’s energetic person- 
ality, wry wit, and trenchant observations 
of the gaming scene. 


Attention fanzine editors: If you’d 
like your fanzine reviewed in this col- 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. | read and save every ‘zine 
sent, and I'll try to describe as many 
of them as possible each month. 
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ee GameWave 32 


MULTIMEDIA-READY WAVETABLE SOUND CARD 


You've destroyed every plane in the sky, walked through 
a million dungeons, and slam-dunked your way through 
the toughest sports simulations. Let's face it, 
you're a game master. What you need is a 

~ gound card designed for game masters like you, 
something new, something hot, something 
eal v« 

Orchid Technology's GameWave 32. 
"Infriggincredible" 16-bit sound Tor your 
PC. 20 MIPS of audio power accessible to 

\ dé >. \ 4 & you and your software. Now when you blow away 
a oi Y ie co that bogie, you'll be blown away by the GameWave 
ie | cS F 32's advanced wavetable synthesis. You get CD-quali- 
ty audio, and compatibility with all major standards 
like AdLib, SoundBlaster, MPU-401, General MIDI, 
and even Roland-M1-32! 

The GameWave 32 is expandable, upgradeable 
and includes dual CD-ROM interfaces. It works great 
with all multimedia, educational, Windows and enter- 
“. tainment software. All of this for a cool $179. Ana, 
if you need to justify this great sound to your boss or 
wife, may we suggest Orchid's SoundWave 32 ($299). 
Same great sound, plus bundled software and business 
audio capabilities. 

You've mastered the games, now master the 
sound. The GameWave 32, from Orchid 


Technology. 4 N 


Master Multimedia with Us! - 
800-7-ORCHID yf wa 


= 


G3 


45365 Northport Loop W. 


$ / Fremont, CA 94538 ORCHID 


ONS . 
eo * KS COR "604-437-8818 USA=FLEX 
800-233-4426 800-237-6623 800-876-5608 


All trademarks, implied and stated, are property of their respective manufacturers. GameWave 32, "Infriggincredible" and the SoundWave 32 are trademarks of Orchid Technology. $179 and 
$299 are the suggested retail prices of GameWave 32 and SoundWave 32. Zool is a trademark of Gremlin Graphics Software Ltd. 


INTERACTIVE TELEVISION 


TAKES ANOTHER STEP. 


CHRYSLER SIGNS UP TO BE THE FIRST ADVERTISER FOR 


THE INTERACTIVE NETWORK. 


As it says above, car manufacturing 
guru Chrysler announced that it has 
signed a one-year deal with the Inter- 
active Network for advertising research 
and development. IN’s Charter Advertis- 
er Consortium (ooh, sounds impressive) 
allows advertisers and IN to jointly pro- 
duce and test interactive TV advertising 
and promotion. Allegedly, this will allow 
Chrysler instant feedback on the effec- 
tiveness and strength of their various ad 
Campaigns, since viewers will be able to 
get responses from those playing at 
home. Other possibilities include incen- 
tives like coupons sent directly to IN cus- 
tomers and more. Had | an IN hook up, 
I'd tell them to run fewer ads. 

For those who don’t watch any late- 
night infomercials, the Interactive Net- 
work is a little black box that allows you 
to respond to TV game shows, news 
programs, talk shows and sports games. 
Frankly, it seems kinda scripted to yours 
truly. It’s not like you can go back and 
choose a different pathway, so how 
interactive can it be? If all it takes to 
make something interactive was the abil- 
ity to push a button or turn a dial to 
affect what happens next, the marketing 
geniuses have been missing out. I’ve 
had an interactive microwave oven and 
an interactive toaster for years. 

In an effort to help promote aerospace 
simulations, Mallard Software, Simu- 
Flite and MicroWINGS have joined 
forces. SimuFlite is a professional avia- 
tion and technician simulator facility at 
the Dallas/Fort Worth airport. Prizes 
offered from them include the chance to 
co-pilot a real Lear jet under the supervi- 
sion of an instructor and more. Mallard is 
doing the dirty work, providing the entry 
forms in all of its products sold for the 
duration of the contest. MicroWings, 
which publishes a bi-monthly newsletter 
for aerospace simulation fans, is manag- 
ing the whole deal and has automatically 
enrolled all of its members. The contest 
drawing will be held in March, and 
entries must be received by February 
28, 1994. If you’ve ever had the hanker- 
ing to sit in the big chair of the real thing, 
you wont want to miss out on this gold- 
€n opportunity. 
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Compton’s New Media made a major 
announcement; they’ve picked up the 
U.S. Patent Number 5,241,671. What 
that means to the CD-ROM community 
is that Compton’s owns the rights to 
“Multimedia search system(s) using a 
plurality of entry path means which indi- 
cate interrelatedness of information.” In 
Short, they have rights to virtually all 
multimedia databases. 

Trimark Pictures announced produc- 
tion of a sci-fi action movie called 
Evolver. Sister company Trimark Inter- 
active will join the cast and crew on the 
set to shoot footage for the planned 
game of the same name. Production is 
scheduled to begin on January 15th. It is 
hoped that the game and the movie will 
be able to be released simultaneously. 
The plot features a game playing 
whizkid who wins the first-off-the-assem- 
bly-line copy of the new “Evolver” robot, 
designed to bring the excitement of the 
arcade into the home. When the kid 
beats it, it evolves to the next level of dif- 
ficulty, ad infinitum. Eventually, of 
course, it becomes a killer destructive 
mutant robot nasty that threatens life 
and game playing as we know it. Cute. 
Trimark is also working on a game ver- 
sion of Warlock (which could be cool) 
and White Men Can’t Jump. Huh? 

Paramount Interactive announced 
that three of its first four titles won 
awards from the New York Festival and 
National Parenting Publications. Rock 
Rap ‘N Roll got the gold for Best Pro- 
gram Design and Best Adult Entertain- 
ment from the NY Festival. Lenny’s 
Music Toons and Busytown picked up 
1993 NPP Awards. Nice work. 

And on the topic of edutainment, and 
specifically edutainment that features 
the work of Richard Scarry (like Busy- 
town), Activision has begun expanding 
its library of kids’ titles with two CD-ROM 
games, both based on Scarry’s work. 
Richard Scarry’s Best Neighborhood 
and Richard Scarry’s Busiest Neigh- 
borhood should be out for the PC right 
about now, with Mac versions following 
quickly in their footsteps around March. 
This is all a part of a new commitment to 
educational software on the part of 


Activision. As long as it doesn’t interfere 
with the release of MechWarrior II, 
that’s fine by me. 

The kids at New World Computing 
have a new address and phone number, 
So if you were trying to get hold of their 
customer service people and got that 
earsplitting three-toned whistle, now you 
know the reason why. They now reside 
in the lovely town of Agoura Hills, CA 
and that customer service line is (818) 
889-5650. Save your ears and use that 
number when you have questions about 
Empire Deluxe. 

Aztech Labs has recently introduced 
the Sound Galaxy Double Speed PRO 
16 Multimedia Upgrade Kit (say that 
five times fast. Betcha can’t!), the com- 
pany’s first offering with a double-speed 
CD-ROM drive and 16-Bit sound card, 
making it MPC 2 compliant. It comes 
bundled with five titles and 16 other pro- 
grams including some voice recognition 
software. 

Remember the glut of vampire games 
last month? Guess what? | forgot one. 
SSI is currently hard at work creating 
Ravenloft, based on the TSR world of 
the same name. It’s coming out first on 
CD, say around April, ‘94, with the disk 
version planned for release about a 
month later. If all the other vampire 
games haven't jaded you to those kooky 
undead beings who wear capes and 
transform into bats, keep a sharp eye 
and a clove of garlic hanging around for 
this one. 

Among the monthly flood of announce- 
ments from Creative Labs came the 
news that the company has licensed 
Intel’s Indeo video technology and will 
incorporate the i750 Video Processor 
family into future digital video products. 
Since the i750 is programmable, it will 
allow users to upgrade their systems 
with a slew of new compression algo- 
rithms. The processor also supports 
one-step recording, eliminating the need 
to save video files to the hard disk and 
compressed later. As always with Cre- 
ative Labs, expect a slightly higher price 
tag made worth it with good software, 
good support and an overall solid 
design. 

According to a competing -zine, the 
latest Viacom New Media game 
involves Dracula being evicted. How 
come | didn’t get a copy of that? Any- 
way, the Count reports his new quarters 
are just fine, thanks. 

That’s all the news and views from this 
month. Hope your new year was joyous 
and not too raucous. I'll find you again 
next month; same game time, same 
game channel. 


Get ready for the second volun 
hugely successful ADVANCED SIMUL 
GREAT NAVAL BATTLES VOLUME I]: GUADALCANAL 
sends you to the South Pacific for the monumental 
conflict that rocked these remote islands. Fi\ 
battles, three carrier battles, and one full campaign 
provide limitless hours of cutting-edge World War Il naval 
combat simulation. All in hg detailed Super-VGA! 
_Bu Id your forces from100 ship types and 2u 2 ge a 
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COMDEX AND CARPAL 
TUNNEL SYNDROME. 


THESE ARE AILS THAT ONLY THE WELL-TRAVELLED GAME 


DOC CAN EASILY CURE. 


Q: | just talked to some friends who 
attended this year's Comdex and they 
were going on and on about a patent 
that Compton's just received. They tried 
to explain what it was all about but | 
don't quite see how it will affect comput- 
er users, and certainly not gamers. Or 
am | just being naive? 

Cal Armis 
San Jose, CA 


_A: Yeah, it's a big story, Cal — even 
made the Wall St. Journal — and it could 
very well have a big impact on gamers, 
not to mention the rest of the industry. 

Compton's NewMedia — developer, 
publisher, and distributor of such major 
interactive titles as the superb Comp- 
ton's Interactive Encyclopedia — 
announced on November 16th that it 
had been granted U.S. Patent Number 
5,241,671. This rather all-inclusive 
patent acknowledges Compton's as the 
owner of all "multimedia search system 
using a plurality of entry path means 
which indicate interrelatedness of infor- 
mation." 

By "multimedia" the patent authors 
mean products which can call up infor- 
mation like text, photographs, video 
clips, etc.. The "search systems using a 
plurality of entry paths" refers to informa- 
tion retrieval based on more than one 
source. For example: a motion picture 
database may be able to locate the title 
of a forgotten film by referencing the 
director, a star, or even a fragment of 
the title. 

The rest of the computer industry went 
more or less ballistic upon learning that 
Compton's New Media had obtained this 
patent, which will require other publish- 
ers who use this methodology to pay a 
minimum of 1% of net profits to Comp- 
ton's. Virtually every database-type 
product in the field employs some form 
of multi-path search and retrieval sys- 
tem, as well as many games, including 
perhaps  Broderbund's Carmen 
Sandiego series (Broderbund's lawyers 
were still issuing an ironclad "No com- 
ment" on this issue at press time). 

Obviously, no one likes making less 
money on a product, but some publish- 
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ers feel they have less selfish reasons to 
oppose this patent. For one thing, broad 
patents such as this have been known to 
Stifle software development. It is even 
conceivable that the largest segment of 
the computer multimedia market — data- 
base-driven software — could all but dis- 
appear. Many multimedia products are 
produced by start-up companies who do 
not have the legal or financial resources 
to fight this patent. This means they can 
either get out of the business — in which 
case we consumers have less product to 
select among — or sign up with Comp- 
ton's and, perhaps, raise the price on 
their products. 

Moreover, veteran industry observers 
have offered numerous examples of 
multiple path databases that predate 
Compton's’ arrival on the software 
scene. Microsoft's Bill Gates, who was at 
Comdex to pontificate on the state of the 
industry at a special forum dubbed "Bill 
Gates Unplugged", became unplugged 
indeed when informed of the Compton 
patent. After all, Gates has been busily 
buying up data to run on the so-called 
Information Superhighway for years 
now, and the news that another compa- 
ny has been given the right to erect toll 
booths on that intelligent autobahn was 
not received lightly. 

Right now, it seems certain that 
Patent 5,241,671 will be vigorously con- 
tested. In the meantime, Compton's is 
already signing up publishers who are 
willing to accept the fee structure. This 
one could take some time to settle, so 
Stay tuned. 


Q: Doc, I'm one sick computerist. I've 
already had a bout with Carpal Tunnel 
Syndrome and had to stay away from 
my beloved 486 DX for several months. 
These days, | use the Mouse Mitt which 
you recommended a couple of months 
ago and they do seem to help. But that's 
not why I'm writing to you. 

The problem now is my aching back — 
and | do mean aching. Sometimes after 
only an hour or two at the keyboard my 
lower back hurts so bad I'd like to cry. | 
tried one of those backless, adjustable 
body chairs — heck, | even lowered my 


D 


whole computer desk so | could use the 
thing, but it really hasn't helped. 

Here's my question, Doc: does any- 
one make a computer desk chair that 
won't put me through the tortures of the 
damned? Also, are you actually a doc- 
tor? A PhD? A midwife? Or is "Game 
Doctor" just a title? Not that I'm com- 
plaining — I've read your stuff for years 
and I've always enjoyed it — just curious. 

Michael Dillon 
New Orleans, LA 


A: First off, Michael, no, | am not an 
Officially sanctioned practitioner of medi- 
cine or philosophy. I'm more of a Doc in 
the tradition of Neil "Doc" Simon, Julius 
"Dr. J" Erving, "Doctor" Doom, and Doc 
of the Seven Dwarves. 

As for that elusive, perfect computer 
chair, the Doc has yet to find one that 
really suits all shapes and sizes of user. 
However, we did recently come across 
an interesting item which seemed to 
genuinely help the folks who tested it. A 
company called Nada-Chair (1-800- 
7BACKUP) has introduced the Back-Up, 
a sling-like device which is independent 
of the chair itself. The Back-Up links up 
the user's lower back and legs and the 
support it gives is quite amazing. You 
can even get up and walk around with it 
on, so it doesn't inhibit movement. 


Q&A ADDENDUM: Had an interesting 
chat with sound board guru Rich Heim- 
lich who had some excellent thoughts on 
the currently confusing state of PC audio 
cards. When asked what he'd recom- 
mend to someone who wants a sound 
board righthererightnow, he suggested 
the Sound Blaster 16, because of its 
adaptability. But he pointed out that in a 
couple of months, the market will be 
overflowing with quality boards in the 
$200-$250 price range. There's also a 
fascinating board coming from Turtle 
Beach, the Maui, which works in tandem 
with low end boards to buttress the 
music quality. Finally, he recommended 
that users with a two board configuration 
pop for a mixer. You can find mixers at 
Radio Shack and most of the larger 
music retailers, but don't go for the $20 
models — they aren't up to sound card 
fidelity standards. The mixers you want 
sell for around $100, but can be picked 
up for considerably less by knowledge- 
able shoppers. Thanks, Rich. 

Remember to send those comments, 
questions, and corrections right here to: 

The Game Doctor (CGR) 
330 S. Decatur 
Suite 152 
Las Vegas NV 89107 
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Youve always considered yourself a soldier of fortune Hired Guns is an adventure that can accommodate up 
with a knack for survival and a thirst for green. Your to four players simultaneously. It features furious non- 
mission? Anything for a price. But this time it's different. stop action, first person 3-D view and auto-mapping of 
The stakes are a little bit greater and the danger is all the 1.7 mullion cubic meters of play area. Choose from 
too real. You and your team are on a desolate moon, 12 different nchly developed characters to suit your 
surrounded by less than fnendlies, with only one goal needs for the mission at hand. Journey through this 
besides the mission itself; stay alive long enough to desolate land, all the while testing your survival skills. 


enjoy your newfound wealth. And remember, TAKE NO PRISONERS! 


675 Massachusetts Ave. 
Cambridge, MA 02139 


Hired Guns is available on IBM compatible and Amiga formats. (617) 497-7794 


FRONTIER: | 
Eure 2 
BY GAMETEK 


DEVELOPED BY: 
GAMETEK 


REQUIREMENTS: 
640K, VGA 


SounpD Support: 
Most MAJOR 
SOUND CARDS 


THEME: 
SPACE TRAVEL/ 
EXPLORATION 


PRICE: 
$64.99 


Revease Date: 
Dec., ‘93 


Game SUMMARY 


FOR MANY GAMERS, 
THE ORIGINAL ELITE 
OFFERED AN EXCITING UNI- 
VERSE OF COMBAT AND 
TRADING. WHILE MUCH OF 
THE GAME REVOLVED 
AROUND TRADING GOODS, 
THE ULTIMATE GOAL OF 
THE GAME WAS TO 
ACHIEVE ELITE STATUS, 
OBTAINABLE ONLY BY AN 
INCREDIBLE NUMBER OF 
KILLS. ELITE 2 BRINGS 
YOU BACK TO THIS - 
ING FRONTIER UNIVERSE, 
PLACING YOU IN THE 
COCKPIT OF A NEW LONG- 
RANGE FIGHTER. AGAIN, 
THE MAIN BULK OF THE 
GAME REVOLVES AROUND 
SURVIVING COMBAT IN 
SPACE. NEW FEATURES 
INCLUDE A SERIES OF 
ICON=BASED SHIP FUNC- 
TIONS AND COMMUNICA- 
TION CAPABILITIES WHILE 
IN SPACE. 
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Choose your starting point and get 
ready for a life of excitement! 


One of the problems with com- 
puter games is that sooner or 
later, they have to end. You fin- 


ish the plot, kill all the bad guys. 


and stick the game back up on 
the shelf to collect dust. 
Wouldn't it be nice to be able to 
continue exploring the game 
after you’re done? 

That's the case with Frontier: 
Elite 2. The object of the game is 
simply to raise your combat 
ranking as high as you can. The 
only way to do this is to seek out 
and destroy pirate ships that will 
dog virtually every jump you 
make. To help improve your 


TRAVEL SAFE! 


EAGLE LONG-Rh 


WitH FRONTIER: ELITE 2, YOU CAN TRAVEL TO 
DIFFERENT PLANETS, MEET STRANGE AND — 
UNIQUE PEOPLE AND KILL THEM. - 


ship, you can also trade cargo 
between planetary systems, 


raising a little extra cash to pay 


for that new weapons system 
you've been drooling over. 
Frontier: Elite 2 comes packed 
with a load of new features. 
Included with the game is the 
ability to communicate with other 
ships, more control over the 
speed of your ship and much 
more. No longer will you be 
docking with the space station 
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Combat can be exhilarating or deadly. You'll find the latter is usually the case when 


you've got the law against you! 


Launching from Mars, you can fly towards any of the other planets in the system. Or, 
hyperspace out to a nearby star and start scouting around. 


COMPUTER GAME REVIEW 


Looks like that last shot came a little 
too close for comfort! 


only to have a ship launch 
directly into you. Now, since you 
have to get clearance to launch 
and land, you can do so with 
assurance that the pathway has 
been cleared for you. 

You have to be careful, 
though. Discharging your 


weapons recklessly or launching 
without authorization will result 
in a hefty fine. Continued abuse 
will bring the law out after you, 


Here, you've just launched from Lave 
and are preparing a trade run. 

and this can be deadly both in a 
real sense and in regard to your 
freedom. 

Pilot the spaceways and watch 
out for the bogie at 4:00 as you _~ 
explore the final frontier in Elite 2 
from Gametek. 


Over in Leesti, the space station is still 


a long way off. — 


Journey through a hostile land, to liberate your people from a malevolent foe of unparalleled savagery. 


Daemonsgate: Available from selected retailers NOW! IBM PC Disk & CD ROM 


© 1992-3 Imagitec Design Inc. Daemonsgate is a Trademark of Imagitec Design Inc. EID: 921 West Main St, Suite 13, Nashville, TN 37075. Tel: (615) 824 1960. 


ome Vill: 
PAGAN 
BY ORIGIN 


| Devetopen sy: 
=~ Onricin Systems 


2) Requirements: 
') 640K, 4MB Ram 


29 Mec HD spaces 


SouND Support: 
Most MAJOR 
SOUND CARDS 


THEME: 
ROLE-PLAYING 


Price: 
$79.95 


m Revease Date: 


First QUARTER, ‘94 


Game SUMMARY 


ONCE AGAIN DEFEATED 
BY THE AVATAR, THE 
GUARDIAN SEEKS REVENGE. 
| To KEEP THE AVATAR 
FROM SPOILING HIS 


FUTURE PLANS OF CON- | 


QUEST OF BOTH 
BRITANNIA AND EARTH, 
THE GUARDIAN DROPS THE 
AVATAR ON THE WORLD 
OF PAGAN, A DARK PLACE 
WHERE THE PEOPLE LIVE IN 
FEAR OF EVIL POWERS 
THAT PREY ON THEM. AS 
THE AVATAR, IT IS YOUR 
JOB TO PREVENT THE 
GUARDIAN’S PLANS FOR 
WORLD CONQUEST. TO 
DO sO, YOU MUST 
EXPLORE THE WORLD YOU 
ARE IN, MAKE ALLIES AND 


| DESTROY THE MINIONS OF 


EVIL THAT SEEK TO PRE- 
VENT YOU FROM YOUR 
GOALS. Uitima VIII: 


[ PAGAN CONTAINS A NUM- 


BER OF SIGNIFICANT 
IMPROVEMENTS ON THE 
ALREADY HIGHLY-REFINED 
ULTIMA GAME ENGINE 


|) INCLUDING THE ABILITIES 


TO CLIMB WALLS AND 
JUMP. COMBAT AND SPELL 
SYSTEMS ARE VERY USER- 
FRIENDLY. 
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The fully- -armored Avatar now has a 
complete range of motion. 


You’ve come face to face with 
the Guardian before, and even 
though you've beaten him, he’s 
stronger than ever. You’ve 
annoyed him for the last time (he 
thinks) when he picks you up 
and unceremoniously dumps 
you into the world of Pagan. 

Here, in spite of your prowess, 
no one knows you. No one 
knows of the countless times the 
Avatar has saved Britannia. You 
are totally alone, and the only 
friend you have is the sword by 
your side. 

Ultima VIII: Pagan continues 


the saga of the Avatar and his 


With this many enemies against him, the Avatar may want to select something from 


his or her list of spells! 


Biecéver the Sachi ve nieutuies a power like the: one in in this ciele. Only with the 
right rituals can you summon this demigod! 


COMPUTER GAME REVIEW 


Has THE AVATAR LEFT 
-Loro BritisH’s 
DOMAIN FOREVER 


ULTIMA VIII: PAGAN OFFERS YOU AN ENTIRE 
NEW WORLD TO EXPLORE IN YOUR CONTINUING 
BATTLE AGAINST THE GUARDIAN! 


battle against the evil of the 
Guardian. Dozens of new fea- 
tures have been added to make 
Ultima VIII easier to play, both 
for the newcomer and the Ultima 
veteran. 

Your character no longer 
needs to eat, saving you valu- 
able time and avoiding a lot of 
frustration. Additionally, you 
longer have to worry about a 
spell book. You do, however, 
need to find and mix the compo- 


The Avatar’s appearance in Pagan is a | 


result of the Guardian’s meddling. 


nents of your spells in order to 
cast them. 

Combat and movement is 
easy to control with the mouse. 


The Avatar can now climb some © 


walls as well as jump over fis- 
sures and crevices. 

Your journeys in the world of 
Pagan will introduce you to a | 
brand new set of characters and 
the gods they worship. Spirits of 
Earth, Air, Fire and Water will 


Inventory control is made easy with the 
new operating system. 


need to be contacted, and 
sometimes controlled if you are 
to succeed in your ultimate goal. 
The world is against you and 
time is running out, so act quick- 
ly and wisely Avatar, before it is 
too late to save your world. 


A lot of creatures will want to prevent 
the continuation of your quest. | 
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BECOME A VIDEO GAME WV... 
& GET 2 ISSUES OF ECM & O-LEYTER: 
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Get 12 issues of EGM plus Q-Letter for only $24.95! 


Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 


Name 
Address 
City 


State ZIP 


ELECTEONIE Credit Card Orders: 
ae NTMAY VISA 
aD. Card No. 
Laon Se Exp. Date 
Signature 


Payment Enclosed 


MC 


nN oyen : For Faster Service, Call Toll-Free: 


Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All foreign subscriptions via 


Bill Me 


air mail only $100.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. 
(American Express money order, Citibank money order, or any other type of check or money order that would go through a U.S. 


HEMA5 _ 


branch bank.) All foreign orders must be prepaid. Please allow 6-8 weeks for your first issue. 


Each big full-color issue of EGM is 
packed with In-Your-Face information 
and exclusive coverage of the hottest 
video game action you can find. 


EGM Is the only mag loaded with 


special pull-out strafegy guides, killer 
maps and super secrets that will send 
your scores soaring! 


You tind allthis Gnd more only in the 
Biggesi and Besi Video game maga- 
Zine! BE TMeNISI IO Ger CVely GGiHonr 
PACKEG Page GPIIVEIEG TO your, GoGo; by 
SUDSCHDINGlogay! 


NEWSLETTER 
FREE! 


Now youcanfearrmpre-abourt 
the vidéo game,jndustrydhan ever 
before with a subscription to—EGM! 
Bound-in with your special Copy; 
of EGM you'lltind an incredible 
newsletter froomMhe guru Ofgossip 
“@Quanermann™aino-additional 
charge!‘As a subscniber you'll 
have access to information so 
brovocalive if can't even get into 
EGM! Only Quartermann’Gan 
deliver this kind of info, including 
Quarfermann's first game reviews! 
Don't miss out! 


People are talking about PC sound 
cards. And Pro AudioSpectrum™ 16 is 
the one they’re talking about. It’s the 
top-selling 16-bit PC sound card, for a 
lot of good reasons: 


¢ The Industry Choice — You'll be in 
great company. Pro AudioSpectrum 16 
is selected by more original equipment 
manufacturers, such as Sony, 
NEC, Philips, Compaq and 
IBM, than anyone else. And the 
critics love it, too. ° 
e 16-bit, 44. 1kHz, Audio CD- 
Quality Sound — The industry 


standard in high-fidelity digital audio. 
Pioneered by Media Vision for your PC. 


4 “It’s the best all-around sound board 
you can add to your system, and it 


aay creates a standard to which both 
April 27 1993 

reaooseenn © software and rival boards will aspire.” 

~ Most Valuable Peripheral Award, 


PC/Computing , Dec. ’92 


“This is the best PC sound board...” 
T. Yager, Byte, Dec. ’92 


‘...one of the best all-around, affordable 


multimedia sound boards.” 
‘TI. Carlton, PC Games, Mar. ’93 


“For my money, the PAS16 is 
the best deal going.” 
R. Lauriston, 
PC World, Nov. ’92 


5 | Rgomputing| 


AMAROWARE 2 


: ~, UU 


bony aes 


ADVICE. 


Multimedia PC 


SOUND. 


¢ SCSI — Compatible with more industry 
standard CD-ROM drives than any 


other card. 


Stereo Music Synthesizer — Built with 
the industry 
standard Yamaha 
stereo synthesizer 
with 20 voices. 


© 100% Compatibility 
Sound Blaster,’ Adlib;’ Windows 
3.1,, MPC We could go on, but you get 
the picture. 


¢ [t's a Great Value — You get all this and 
more for a price that makes all other 
sound cards a blast from the past. 


“The PAS 16 is currently the best ConnPUTE 
deal available in a 16-bit card.” GHOICE 
D. English, Compute, Jan. 93 es ee 


Pro AudioSpectrum 16 


‘...Media Vision has done well with its 
Pro AudioSpectrum line, which is 
compatible with Sound Blaster, but 
I think is even better.” 

W. S. Mossberg, 

Wall Street Journal, Oct. 92 


“Those looking to add high- 
fidelity sound to their multi- 
media presentations should be 
pleased with this board’s 
capabilities.” 
J. Quain, PC’ Magazine, 
sept. "o2 


+258 
MICROSOFT 

W INDOWS 

COMPATIBLE 


MEDIA VISION 


Call 1-800-845-5870 tor intormation or a dealer near you. © Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538. (510) 770-8600. 
Pro AudioSpectrum 16 is a trademark of Media Vision, Inc. Any other trademarks or registered trademarks are owned by their respective holders. 
Product specifications, price and software bundle subject to change without notice. 


Man ENOUGH 
BY TSUNAMI 


DEVELOPED BY: 
TSUNAMI 


REQUIREMENTS: 
CD-ROM, 640K 


SOUND SupPorT: 
SouND BLASTER 


THEME: 
ADVENTURE 


PRICE: 
N/A 


Revease Date: 
First QUARTER, ‘94 


Game SUMMARY 


LoTS OF WOMEN COME 

TO YOU FOR A GOOD 

| TIME. SAY THE RIGHT 

THINGS, AND YOU COULD 

END UP HAVING A PRETTY 
GOOD TIME YOURSELF. 


Your contact will introduce you to the 
women who want to meet you. 


Okay, guys, you've proven 
yourself brave by conquering 
innumerable territories and king- 
doms. Your courage has been 
demonstrated by the wizards 
you've slain and damsels you've 
rescued. You’ve even displayed 
athletic ability in various sports. 
But do you have the guts, the 
stamina and the bravery to face 
up to the ultimate challenge? 

What could that challenge be? 
Easy. The opposite sex. 


ONLY THE REAL STUDS 


CAN CONQUER Man > 


ENOUGH! 


Tsunami’s CD-ROM VERSION OF THE DATING 
GAME PUTS YOU IN POSITION FOR A | 


ROLLICKING GOOD TIME! 


Just one of the five women you'll meet 
when you play Man Enough. 


In Man Enough from Tsunami, 
you'll get to meet five different 
women of diverse backgrounds 
and occupations. Each of them 
is looking for something a little 
extra in life, and you could just 
be what they’re looking for. 


You'll encounter Fawn the sales — 
rep, Quinn the anchorwoman, — 
Blair the rich girl and two other — 
women who want what you've 
got. Don’t take this challenge 
unless you think you’re Man 
Enough! 


Gee, | wonder what could be under- 
neath that towel. . . 


We've Outdone Our 
Only Competition... 
Ourselves. 


INTRODUCING _ 
THE MARK Il WCS 


* Allows You to 
Program Both the 
WCS and Your Joystick 


Thrustiiaster 


Get Real 


ThrustMaster Inc. 10150 SW Nimbus Ave. Suite E-7 Tigard OR 97223 PHONE(503)639-3200 FAX(503)620-8094 


| Shooting Game 


wre AGTION 


ad Dog McCree is known worldwide as one of the highest rated arcade games and is the first interactive shooting game with real live motion picture 
action. Mad Dog and his men have kidnapped the town’s mayor and his daughter. To save the town, you will be challenged by a saloon full 
of outlaws, a hair-raising bank robbery, gunfighters, a slew of Old West ambushes, and Mad Dog himself. 


Call 1-800-758-HOME or visit your local retailer 


A licensed product from American Laser Games published by International Business Machines Corporation. © Copyright American Laser Games 1990, 1993. © Copyright International Business 
Machines Corporation, 1993. All rights reserved. Mad Dog McCree is a trademark of American Laser Games. Funsation is a trademark of International Business Machines Corporation. 
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HAVE THE HERO ILLUSTRATED 
COME RIGHT TO YOUR DOOR! 


Get 12 issues of the newsstand version of HERO for only $19.95! Send - " | . i Moa 


& 


payment to: HERO ILLUSTRATED, P.O. Box 7344, Red Oak, IA 51591-0597 um azine tOnyour fe “— * ‘ 


s < : ot ; 7 " ui ‘yl P 
Name ‘ | a oS”  e.. 


/ Te 7 aT 4 c ale ’ | ‘i. 


State ZIP ies—(‘“‘iai i‘ sis all about i.” 
Payment Enclosed Bill Me a ee .- ‘ 
Credit Card Orders: | a ie ce. 7 
VISA MC | EQEMMANC OVE geek UO! TER 
CardNo. © ————s—s—seeeeeeeeeeeeeeseseeeee i illed: with fou jor Tl Haha 
Exp.Date : Py malt res ai vi v7 ~ 3 
Signature : . | 4 
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For Faster Service, Call Toll-Free: 
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_Stand The Test Of Time 


... With Sid Meier’s CIVILIZATION ™ 


Actual screens may vary. | 


PrFrererr. 
Frrre 


: 1991, = 

+ Best Consumer Entertainment 

“Program. 6 | es 
Best Strategy program 

Critic’ 's Choice 


Software Publishers Association 


oe Game of the Year - 
ne of the les 


Tilt Best Serato 


of the Meat: 


Sh Game of the. Year” 
PC Games P Plus 


Byte 


eee Rout Raness Outwit Alexander... Knockout Napoleon... es Ph 
History is littered with the bones of great men who thought ee = 
their achievements would live forever. Now you can 

succeed where they failed as MicroProse brings you 

_ Sid Meier's Civilization. Guide a culture from its earliest 

Stages, through agricultural and industrial revolutions, all 
_ the way to your own Space Age. Survive and dominate : | 

__ by outmaneuvering mankind’s most legendary leaders. ENTERTAINMENT « SOFTWARE 

Carve your name indelibly in the pages of history. With © 1993 MicroProse Software, inc., 180 Lakefront Drive, Hunt Valley, MD 21030-2245. 

d Meier's Civilization, you really can build a brave ? For Macintosh, IBM-PC compatibles, and Commodore Amiga personal computers. 


new world To get our free catalog, call 1-800-879-PLAY, 8:30 am to 5:00 pm EST. : 


FLIGHT SIMULATOR 
TOOLKIT 


BY DOMARK 


DEVELOPED BY: 
DomARK 


REQUIREMENTS: 
640K, VGA 
4MB RAM 


SounpD Support: 
| Most MAJOR 
SOUND CARDS 


THEME: 
FLIGHT SIMULATION 


PRICE: 


$69.95 


Use the world editor to create any ter- 
rain you wish. 


Flight simulators are the 
favorite games of a lot of people. 
For those who love nothing more 
than a high-G maneuver, 
Domark presents the Flight 
Simulator Toolkit. Now, instead 
of just taking a plane into the 
sky, you can create the plane 
itself, the ESE and even the 


Revease Date: 
Jan., ‘94 


Game SUMMARY 


CREATE YOUR OWN Ff 
AIRPLANES AND TERRAIN 
TO FLY OVER. 


| OCEAN OF AMERICA 


OA COMPTITER GAME REVIEW 


\* 
=< © 
SEES eee 
Bee eee 


You can also create aircraft in any 
shape or size. 


ADVERTISERS 


ACCOLADE 87, 109 
AMERICAN TECHNA-VISION 73 
APOGEE 3 
Cuies & Bits 123 
Creative Lass IFC 
DOMARK 9, 10, ll 
ELecTRONIC Arts 20, 21 
ELECTRONIC INNOVATIVE DESIGN 85 
GE INFORMATION SYSTEMS 65 
IBM 91 
IMPRESSIONS 23, 25 
INTERPLAY 67, 117 
Koel 37 
LOGITECH 6] 
MEDIAVISION 33, 59, 89, 101, 127 
MIcROPROSE 49, 93 
New Wor.p COMPUTING 39 
NOVALOGIC 43, 53 
71 


CREATE NEW F 


FRONTIERS 


10 CONQUER AND NEW 
PLANES TO DO IT WITH! 


DOMARK’S FLIGHT SIMULATOR TOOLKIT — | 
OFFERS EVERY COMPUTER PILOT THE CHANCE TO 
BUILD THE WORLD IN THEIR OWN IMAGE. ao 


terrain that the mission takes 
place over. 


For those who simply want to 
take an airplane up, FST is sim- 
ple enough to use that you can 
be flying in no time at all. On the 
other hand, technophiles can 
add all sorts of instrumentation 


to their craft and make the aero- 


dynamics as realistic as possi- 


ble. If you don’t want the chal- 


lenge of building every object in 
your simulation world, FST 
comes with a number of handy 
clip art items that can be 
dropped in. Aircraft, landscapes, 
ground targets and other objects 
are included. 


OrcHID TECHNOLOGIES 
OriGin SYSTEMS 
PAPYRUS PUBLISHING 
PsyGNosis 

QUADRA INTERACTIVE 


QUANTUM QUALITY PRODUCTS 


SIERRA ON-LINE 

SicMA DESIGNS 
SOFTWARE SORCERY 
Spirit OF DISCOVERY 
STRATEGIC SIMULATIONS 
SUNCOM TECHNOLOGIES 
THRUSTMASTER 

TRIAX CONTROLS 
TSUNAMI 

Twin DOLPHIN GAMES 
Viacom New MepiA 
Vitta CresPO SOFTWARE 
Vircin GAMES 


INDEX 


: anak acon F from other minis shells 


use them in your craft! 


The highly sophisticated FST” | 
not only comes with a world | 
manager, but also includes the | 
ability to fly the planes you cre- 
ate in a smooth, 3-D world com- 
plete with polygonal graphics 
and excellent sound. 
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The World's First Photorealistic Interactive CD Sci-Fi Adventure 


Winner! 
INVISION 1993 Multimedia A wards 
Award of Excellence 
plus 
*Gold-Best Animation/Graphics 
*Bronze -Best Production 
Design 
¢Bronze -Adult Games 


"the world of interactive 
gaming is never going to 
be the same." 

Mark Rhodes, Multimedia Editor, 
Micropublishing News 


6 June 2318, 0651Z. 


Attention Temporal Protectorate: 


A rip has been detected in the fabric of time. Only moments remain until 


all that mankind has accomplished is laid waste. Your objective-journey 42 


through time...from prehistoric lands to the distant future, to prevent any @am | 
compromise in the established continuum. But before the game is over, Ps 


you must discover who...or what...is the source of this mayhem, and bring 
it to a halt. Intense arcade action 
| © Photorealistic 3D modeled worlds to explore 


* Over 30 minutes of full motion video 
* Integrated arcade action and puzzles to * No set order in which the goals must be 
challenge any player 


accomplished 
* Intuitive interface featuring easy-to-use * More than one solution to each prob- 
inventory and movement controls 


lem you encounter 
* Original soundtrack © Also available on Macintosh CD 


Take a ride through time on the CD Adventure 
that will alter history. 


Available at retailers throughout the continuum or by contacting: 


(Juadra Interactive, Inc., P.O. Box 188033, Carlsbad, CA 92009-9793 
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©Copyright 1992, 1993 PrestoStudios, ine. ; 
MPC versionby Quadra literactive, ine. 
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: DETROIT 
BY IMPRESSIONS 


) DeveLoren By: 
) IMPRESSIONS 


H) Requirements: 
)) 386 or better, 2MB 
))) RAM, Haro orive 


|) Sounp Support: 
|| Most mMAsjor 
|, SOUND CARDS 


| THEME: 


Economic/BUILDER 


PRICE: 
| $59.95 


Revease Date: 


Dam Quarrer ‘93 


Game SUMMARY 


DESIGN AND BUILD 


1) YOUR OWN LINE OF CARS 
1) AGAINST THE BACKDROP 
Ny) oF AMERICAN ECONOMIC 
) HISTORY IN THIS CENTURY. 
1) ComMAND RESEARCH DIVI- 
| SIONS AS WELL AS MAR- 


KETING STRATEGISTS. 


(> DESIGN, TEST AND MASS- 


PRODUCE THE PERFECT CAR 


| AND THEN SELL IT MERCI- 
|) LESSLY TO THE MASSES OF 
| THE WORLD. ALLOCATE 


| RESOURCES AND ASSEMBLY 
|| LINES TO EACH MODEL 
|) ACCORDING TO YOUR 
|) SALES PROJECTIONS. FACE 


©) ROUGH COMPETITION 


| FROM OTHER COMPANIES 


| AS WELL AS THE BUYING 


)) PUBLIC. SPECIALIZE IN 
1) WAGONS, SPORTS CARS, 
) SEDANS OR TRUCKS, OR 
N) BUILD A GENERAL COM- 


1) peTiTOR IN ALL CATE- 


GORIES. CHANGE HISTORY 
WITH YOUR CONTROL OF 
THE U.S. AUTOMOBILE 

| MARKET. TRY TO MONOP- 
|| OLIZE ONE OF THE 
© WORLD’S LARGEST INDUS- 
|) TRIES WITH GUILE OR 
QUALITY. 


INPRESSIONS AUTOD: pont 
ENG 


MARKETING CONCEP TS 


Expanding your physical plant may be 
necessary before flooding the market. 


Ever envy the classic lines of a 
Corvette? Desire to drive, much 
less own a ‘71 Hemi ‘Cuda? 
What if you'd been in on the 
design process, or even owned 
the factory? 

Of course, there are other 
questions as well. Could you, at 
the helm, avoid the drastic line 
of reasoning that lead to the 


Pts 
3 ES ahaa 
HAND BRAKE _ Coit BELTS 


SAIN ESO. OOO 


i325 MAKE PROTOTYPE CAR 


TAKE THIS BLOCK OF 
STEEL AND GIVE IT 
SOME WHEELS! 


DETROIT DEMANDS A MIXTURE OF STRONG 
DESIGN SENSE AND SWIFT MARKET SAVVY TO 
BUILD THE NATION’S GREATEST CARMAKER. 


fierce from up to three oppo- 
nents, in a combination of 
human or computer controlled. 
Invest in research and technol- 
ogy to surge ahead of them. 
Decide which critical systems to 


See Se eee es Se ee eee eee ee ee eee ee ee 


BUY 5 


BODY Se 
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IMPRESSION CARS 


Every feature of the new design is yours to specify, depending upon technology and 
materials available. Will the market buy it, or will it rust in backyards? 


Edsels? Facing stiff competition, 
can you maneuver around the 
Pintos and produce the Nash 
Rambler? 

Detroit allows you to finally see 
the car industry from the primary 
perspective: as President of a 
company. Beginning in 1908, 
you ll design a car to convert 
America from the horse stan- 
dard. Take on a workforce and 
begin mass production. Can you 
beat Henry Ford at his own 
game? Remember, you're not in 
this alone. Competition will be 


AMET MORTH 


“peels tll 


Binrressions 


Pte £1.900.900 IMPRESSION CARS “tone 
$52. SGtrse ee See es 


_ Fiscal health is essential; watch your 
competitors closely. 


96 COMPUTER GAME REVIEW 


invest the most time in (Suspen- 
sion? safety features? luxury 
items?). At any stage, design a 
new car. Simple mouse clicks 
select the prototype’s ingredi- 
ents, capabilities, even appear- 
ance. Sophisticated routines 


Test the designs thoroughly, or you'll 
wind up selling badly used cars. 


then analyze the car and start its 
production. 

Of course, as President, your 
job is also to decide how many 
of your assembly lines will be 
devoted to each model. You'll 
also have to decide how to sell 
it, selecting from all major adver- 
tising outlets (including maga- 
zines, billboards, and sponsor- 
ship) anywhere you've placed an 
office—which can be nearly any- 
where in the world. 

The economic model is highly 
sophisticated, based on several 
types of historical economic 
data. Corner the market on 
trucks, or plunge into the rough 
waters of the mid-sized sedan. 
Will you be the next Henry 
Ford—or the next Tucker? 


Remember, all the wonderful cars in the world can sit in your back lot unless the con- 


sumers are made aware of them. . 


. and made to want them. 
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Choose any Two Sierra Games 
when you switch to Sprint 


Sprint long-distance service just 
became more valuable - up to $159.95 
more! Now, when you switch your 
home long-distance service to Sprint, 
you Can select any Sierra game, free! 
And after enjoying six months of high- 
quality long-distance, you'll receive a 
second Sierra game or one month of 
free long-distance service.* 

Only Sprint can offer you a 
nationwide 100% digital, fiber optic 
network that provides the long-distance 
quality and reliability you need. 
Experience for yourself Sprint's “fiber 
optic” clarity that makes both your 
long-distance calls and PC data 
transmissions crystal clear and error free. 

But unsurpassed call and data clarity 
is justeone of the many benefits you will 
enjoy as a Sprint customer... ° 


“The Most” A Unique Calling Plan 
Sprint offers an unprecedented long: 
distance calling plan called "The 
Most” available now for all customers. 
The Most will save Sprint customers 20 
percent on already low rates on their — 


calls-gach month to whomever they talk 


to the most, including international 
calls-even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide automatic 
20 percent discounts on all calls to 
Sprint's millions of customers, anytime 
and anywhere. 

When the most frequently called 
number in a given month is a Sprint 
customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 


Nnumber,** 


Save on Long Distance When 
You're away from home too! 
Sprint's FONCARD™ travel card lets 
you continue to take advantage of 
clear calling and savings even when 
you're away from home. Plus the 
FONCARD is free, with cards available 
to every member of your family. ’ 


The Service You Deserve - 
At Sprint, we make no compromises - 
when it comes to dependable, personal 


service - we do it all; operator services, | 
directory assistance, customer service, 


even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay-to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 


. you want while getting two Sierra 
games you enjoy? 


Sr Sprint. 


compara 
Late atrenenecornanen es 


== SIEGES 


* Offer valid only in the U.S. and for new Sprint Customers. 
Not valid for FONCARD - only orders. Cértain restrictions 
apply. Free month is up to $25 usage on 4th month invoice. 
To qualify for a second game or free month of long: 
distance the customer must bill $20 per month in 3 of the 
** THE MOST discounts apply to intra-state calls only where 
authorized. . 


REQUIREMENTS: 
i) 386 Dx/20, VGA, 
> 2MB RAM 


Star REACH 
BY INTERPLAY 


| DEVELOPED BY: 
INTERPLAY 


SouNnD Support: 
Sounp Biaster, AriA, 


| Gravis Uttrasounp, 


Avus GOLD 


9) THeme: 
|) SPACE EXPLORATION/ 


COMBAT 


PRICE: 
$59.95 


Revease Date: 


) Jon., ‘94 


Game SUMMARY 


EXPLORE THE OUTER 


| REACHES OF THE GALAXY 


AND SUBJUGATE IT TO 
YOUR EVERY WHIM IN A 
REAL-TIME ENVIRONMENT. 


CHALLENGE A COMPUTER | 


OPPONENT, OR PLAY 
AGAINST ANOTHER HUMAN 
PLAYER AT THE SAME SYS- 


|) Tem AT THE SAME TIME 
()) WITH THE SPLIT-SCREEN 


| MODE. TAKE OVER PLAN- 
ETS AND STRIP MINE THEM 
FOR THEIR RESOURCES. 
INFORMATION SCREENS 
DETAIL A VARIETY OF 
PLANETARY TARGETS TO 


Ny) HELP YOU GAUGE YOUR 
1) NEXT STRATEGIC MOVE. 3- 


D RAY-TRACED GRAPHICS 
AND DIGITIZED SPEECH 
AND EXCELLENT SOUND 
SUPPORT ARE FEATURED. A 
NUMBER OF DIFFERENT 
| ALIEN RACES ALLOW FOR 


|| CONTINUED GAME PLAY 


AFTER ACHIEVING VICTORY 
THE FIRST TIME. 


98 


Making real-time strategic decisions is 
tougher than it sounds! 


Sure, there are some realistic 
simulations out there, but a lot of 
them are turn-based. Since 
you've got all day to think about 
your next action, how realistic 
can they be? Now, if you put all 
of that strategy and action into a 
game that forces you to make 
your decisions in real time, you'd 
have a whole new challenge to 
look forward to! 

Enter Star Reach from 
Interplay. You take the role of a 
commander-in-chief who’s task it 
is to subjugate new worlds and 
colonize them to increase the 
size of your empire. Before you 


Conquer planets like this one to help feed the scribenisets of your rapidly growing 


intergalactic empire. 


PLAY IN REAL TIME é 


STAR REACH FROM INTERPLAY PROVIDES A 


GALAXY TO CONQUER AND ENEMIES TO FIGHT 
WITH A QUICK=-ACTION INTERFACE. 


get to all that settling down 
though, you need to make your 
way past hostile climates and 
devious enemies. Calculate the 
risks of each action, weigh the 
import of critical information and 
make tactical decisions, all in a 
real-time environment. 

As your conquest progresses, 
you'll need to strip each of the 
planets you conquer for its 
unique strategic and economic 
resources. Each move you make 


AROSE re ertnenrrsnsn=nesrnenenmeas 


In orbit over a new planet, you've got to decide the best way to approach the surface. 
Something nasty might be waiting down there! 


COMPUTER GAME REVIEW 


Plan your now sfansties conquest } 
carefully. 


brings you closer to galactic vic- 
tory or utter defeat, and since 
there can be no time between 
thought and action, you’d better 
hope the choices you make are | 
the right ones. : 

Star Reach will provide players 


with simultaneous action against 


a computer opponent. Or, use 
the split-screen mode and chal- 
lenge another human player. — 
Features include 3-D ray-traced — 


Readouts will help you determine what 
lies ahead. 


ships, digitized sound effects 
and 4-channel sound effects. 
Mulitple alien races and scenar- 
ios give you a different challenge — 
every time you play. Take over | 
the galaxy at the speed of light 
with Star Reach! 


others. 


three-quarter overhead display. When two 
opposing pieces attempt to occupy the same 


square, battle it out in real-time arcade 
action on one of three new types of battle 


greatest graphics, anim 
digitized sound effects. 


ve maps! Or, let the computer 
Plus all-new game play resolve combat quickly. Your 
and feature enhancements, goal: defeat all the enemy : 
such as the ability to battle pieces or dominate the five 
opponents on-line using magical Power Points. 
your modem. Beware: ARCHON ULTRA 


Play the light or dark 
side to conquer the ever- 
changing Archon board. 


One or two players 
take turns moving 


is faster, more exciting, 
and even more 


addicting than 
its legendary 
predecessor! 


Available for 
IBM /compatibles. 


—- order: Visit your retailer 
or call 1-800-245-4525 
with sh (U. 
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YES! | WANT TO SUBSCRIBE TO 
COMPUTER GAME REVIEW! 


Please send me 12 issues for the low price 
of JUST $23.95 - a savings of OVER 50% 


off the newsstand price! 
Send payment to: Computer Game Review, P.0.Box 7534, Red Oak, IA 51591-0534 


Name 
Address 
City Re es 
State is 
Payment Enclosed Bill Me 
Credit Card Orders: Visa MC 
Card Number 
Exp. Date 
Signature 
For Faster Service, Call Toll Free: = 
1-800-444-2884 


Please allow 6-8 weeks for your first issue to arrive. 
All foreign orders must be prepaid. HCGA7 
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ISLE OF 
THE DEAD 
BY Merit 
SOFTWARE 


DEVELOPED BY: 
Merit SOFTWARE 


REQUIREMENTS: 
386 SX, VGA, 
2MB RAM, Mouse 


SouNnD Suprort: 
Most MAJOR 
SOUND CARDS 


THEME: 
Action/Aoventure 


PRICE: 
N/A 


Revease Date: 
4H Quarter, ‘93 


Game SUMMARY 


LOOKING FOR ADVEN- 
TURE, YOU DECIDE TO GO 
ISLAND HOPPING IN THE 
SoutH Pacific. UNFror- 
TUNATELY FOR YOU, THE 
PLANE CRASHES ON AN 
UNCHARTED TROPICAL 
ISLAND IN THE MIDDLE OF 
NOWHERE. EVEN MORE 
UNFORTUNATE IS YOUR 
CO=-PILOT, WHO, WHILE 
SCOUTING OUT YOUR NEW 
HAVEN, IS BRUTALLY MAN- 
GLED AND THEN DEVOURED 
BY A HORDE OF ZOMBIES 
WHO SEEM TO CALL THIS 
PLACE HOME. YOU’VE GOT 
TO GET OFF THE ISLAND, 
BUT WITH THE PLANE 
WRECKED AND RESCUE 
UNLIKELY AT BEST, YOU 
SEEM TO BE STUCK WITH 
ALL SORTS OF HORRID 
CREATURES BREATHING 
DOWN YOUR NECK. ISLE 
OF THE DEAD FEATURES 
AND EASY-TO-USE INTER- 
FACE, A CREEPY MUSICAL 
SCORE AND CARTOONISH 
GRAPHICS THAT BLEND 
HUMOR WITH HORROR. 
DON’T PLAY THIS ONE 
FOR AT LEAST AN HOUR 
AFTER YOU’VE EATEN, 
UNLESS YOU’RE A ZOMBIE. 


Creepy, kooky, mysterious, deadly. 
Zombies live in Isle of the Dead! 


You thought the life of adven- 
ture suited you. So, with a zest 
for new and exciting experi- 
ences, you jumped into a plane 
all set for an island-hopping 
jaunt in the South Pacific. Your 
last island stop was a little 
abrupt, though, seeing as how 
the plane didn’t so much land as 
it did crash on a seemingly- 
deserted jungle island. 

Your co-pilot decided that 
since it looked like you’d be here 
for awhile, he might as well do 
some exploring. Since he was 
quickly (and rather gruesomely) 


The mad doctor’s in the middle of a 
really bad hair day! 


devoured by hungry zombies, it 
was obviously the wrong choice. 
Now, you've got these still-hun- 
gry zombies chasing after you! 
You'll have to find the items you 
need to survive and get off the 
island if you have any chance at 
living. Well, you did say you 
were looking for adventure. . . 

Merit Software’s Isle of the 
Dead places you in the middle of 
this frightening island as the 
hero tries to discover a way to 
save his own skin. Along with 
the zombies, he'll have to watch 
out for deadly giant bats, blood- 
thirsty wolves and other nasties. 
There’s lots of hacking and 
slashing to do, if you’ve got the 
stomach for it. Of course, the 
only other choice is to end up as 
food for dead guys. 

As you run for your life, you'll 
go through dense jungles, lava 
tubes, a bottomless gorge and a 
village. Unravel riddles to find 
the clues you need to make it off 
the island with all of your limbs 
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GEORGE ROMERO 
MEETS THE SKIPPER 


AND GILLIGAN. 


FLESH-EATING ZOMBIES AND MAD SCIENTISTS 
MAKE YOUR VISIT TO THE ISLE OF THE DEAD 


NO FANTASY. 


mee 


You've washed up 


on the shore of a deserted island. 


reli? al 


At least, your first guess is that 


real 


it’s deserted, but horrifying surprises are in store. 


start moving! 


still attached. Locate the recent- 
ly-zombified babe and rescue 
her from the horrors of undead 
living. 
Isle of the Dead features more 
than one way to get to the end of 
the adventure, so replaying the 
gruesome quest is a strong pos- 
sibility. A fully-scored music 
soundtrack, first-person 3-D 
graphics and an easy-to-use and 
understand point-and-click inter- 
face are also included to make 
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Finding food and shelter might well be the least of your worries on this island! Better 


your island visit as friendly as 
possible, at least under the cir- 


cumstances. 


Zombies won’t be the only thing to 
worry about! | 


Wuo SHOT 
JOHNNY Rock? 
BY AMERICAN 
Laser GAMES 


DEVELOPED BY: 
American Laser Games 


REQUIREMENTS: 
CD-ROM, 640K, 
4MB RAM 


SouNnD Suprort: 
Sounp Biaster 


THEME: 
Action/ApvVENTuRE 


Price: 
$59.9 


Revease Date: 
Jan., ‘94 


Game SUMMARY 


A SINGER HAS BEEN 
GUNNED DOWN FOR NO 
APPARENT REASON AT A 
NEARBY CLUB. YOU ARE 
HIRED BY HIS GIRLFRIEND 
TO TRACK DOWN HIS 
KILLER AND MAKE HIM PAY 
FOR HIS GHASTLY CRIME. 
Set IN THE EXCITING AND 
DANGEROUS TIME OF THE 
1930’s, YOU MUST PLAY 
DETECTIVE AS YOU HUNT 
FOR CLUES TO THE CRIME 
AND AVOID BECOMING THE 
NEXT VICTIM OF THE 
KILLER. THOSE WHO 
DON’T WANT YOU TO FIG- 
URE OUT WHODUNNIT WILL 
TRY TO PERSUADE YOU 
OFF THE CASE IN A VERY 
PERMANENT AND PAINFUL 
FASHION. GET HELP FROM 
YOUR ASSISTANT WHO IS 
ALWAYS JUST A PHONE 
CALL AWAY. WHO SHoT 
JOHNNY ROCK? FEATURES 
LIVE ACTION AND VIDEO 
AS WELL AS AUTHENTIC 
MOVIE SETS. 


ple as you try to solve the case. 


The life of a private detective 
in the 1930’s isn’t always as 
glamourous as the bc-*- ~~~ 
movies make it out t 


course, sometimes it 
is. When the popular 
singer Johnny Rock 
is gunned down by 
an unknown killer, his 
girlfriend comes to 
you with the job of 
tracking down the 
murderer and bring- 
ing him to justice. 

The trail will take 
you all over the city, 
through back streets, 
gaming halls, ware- 
houses, funeral par- 
lors and other places 
you wouldn't normal- 
ly wish to go to. Big 
ugly gangster-types 
with bigger, uglier 
machine guns will 
haunt your every 
move, providing you 
with the impetus to 
keep moving as 
quickly as possible 
and to keep your 
head down. 

You'll pick up clues 
and new trails to fol- 
low by talking to the 
seedy characters that 
inhabit each of the 
places you visit. You 
can also get some 
help from your “Gal 
Friday’ who you can 
contact by telephone 
at various times in 
the action. 

Who Shot Johnny 
Rock? features live 
video footage of 
actors and stuntmen 
on real movie sets 
and site locations. 
Different endings are 
possible depending 
on the choices you 
make and your skill 
with your equalizer. 


SINGER SLAIN AS 
GANGLAND HITS 


CONTINUE TO RISE. 


PUT YOUR LIFE AND YOUR REPUTATION ON THE 


LINE TO DISCOVER THE ANSWER TO THE QUES- 
TION: “WHO SHoT JOHNNY Rock?” 


Friendly to your hand 
Deadly to your enemy 


If only you had knocked out one more target. If only... 


No more alibis! Get a new grip on excitement with 

FX2000. The advanced ergonomic design improves 
22> pilot comfort and response—whether right 

" Or left-handed. 


Now you can dogfight longer, 

with less combat and flight 

fatigue. Plus, there’s dual 

fire controls, switchable fire 
i - buttons, throttle control, 

and more. Try FX2000. So good, 

you wont believe its real. 


The Hardware Advantage 
Suncom for Entertainment Software 
STN 


6400 W. Gross Point Rd., Niles, IL 60714 = 
TECHNOLOGIES 708/647-4040 


FOR IBM AND 
COMPATIBLE PCs. 


wel La Sa PICTURE: 


SPECIAL REPORT ON CENSORSHIP: FREEDOM VS. RESPONSIBILITY! 


4 DECKER PUBLICATIONS PERIODICAL VOLUME 2, ISSUE 3 


: Ps fi ri mers n rious magazine lik 
THE MAGAZINEIOE inane RRETIVE EXPERIENCES, Serious gamers need a serio s e 


ELECTRONIC GAMES! 

No one beats Electronic Games’ coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES‘ critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam- 
ing! It's the only place you'll find entertainment 


SNorcenber 190) : SS \ Os superstars and industry insiders sharing their 
| {|| 4 , unique viewpoints while delivering the news 
AM \ : + |i + i 
RE MIR NS and reviews that tell it like it is! 
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; i EG TEST ORIVES THE ATARI JAGUAR! 
Get 12 Full Color Issues of EG For Only $23.95! Send Payment 
] j 
To: EG, P.O. Box 7311, Red Oak, IA 51591-2311 . 
Name , 
Address 
i i ee ESS ee cT now! 
: State ZIP A 
Payment Enclosed Bill Me introdu 
i Credit Card Orders: 3 ti 
VISA Mc subserip 
Card No. Only 


Exp. Date 
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For Faster Service, Call Toll-Free: 
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U.S. funds, and must be drawn on an American bank. (American Express money order, 
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Available in 3.5” HD Disk and CD-ROM formats. 
Contact your local software dealer or 
order direct by calling 1.800.644.9283 _ 


Tm designates trademark of Tsunami Media, nc 


¢ 


TECH SPECS 


Requirements: 
2 Meg RAM 
Hard Drive, VGA 


Sound Support: 
Roland, Sound 
Blaster and 
compatibles 


Controller: 
Keyboard, Mouse 


Available for: 
PC and 
compatibles 


Designed by: 
SimTex Software 


Distributed by: 
MicroProse 


GAME SUMMARY 


Lead your race to 
conquest and 
glory in a science 
fiction strategic 
and economic 
wargame. 


canto 


Master of Orion is a complex 
strategy game with myriad 
options available for the player. 
Not only can initial setups vary 
through ten races and random 
maps, but game play also varies 
tremendously in each and every 
game. Thus, this article does not 
delineate exact strategies, since 
these generally do not exist. 
Instead, these pages contain a 
more overall approach to the 
theory behind successful 
empires. 

Before specific areas of the 
game are addressed, some 
common concepts require expla- 
nation. Chief among these are 
the concepts of the opening, 
midgame, and endgame, as well 
as techslamming, techstripping, 
beachheading and slash-and- 
burn invasion. 

Much like a chess game, a 
MOO game needs different 
Strategies at different times. The 
opening is a time, usually lasting 
30 to 60 turns, during which you 
(and the other players) survey 
the immediate area and place 
initial colonies. This phase will 
end when each race has a solid 
enough industrial base to mount 
long-term military operations and 
ground assaults. This will be 3-4 
planets each in a Small or 


106 COMPUTER GAME REVIEW 


CARE AND FEEDING OF 
YOuR STELLAR EMPIRE 


SECURING AND IMPROVING A THRONE IN 
MicROPROSE’S MASTER OF ORION. 


Medium galaxy, or aS many as 
six in a larger galaxy. 

The midgame is the period of 
grinding expansion and border 
clashes. Technological advance- 
ment and reconnaissance-in- 
force missions occupy this 
phase. Typically, border planets 
will change hands several times 
while massive fleets are con- 
structed. Races will jockey for 
the top two slots, and the others 
will fall away. 

The endgame begins after 
several votes have been taken. 
Full scale wars erupt, devastat- 
ing systems and destroying 
races. Technology becomes less 
researched and more stolen. 
Only one race will retain the 
political or military might to sur- 
vive and end the game. 

Techslamming is the whole- 
sale devotion of planets to the 
tech race in order to gain critical 
advancements. The entire tech 
budget is shifted to one area, 
and most if not all planets have 
all output shunted into research. 

Techstripping is stealing tech 
from enemies by capturing 
colonies rather than by espi- 
onage. Useful tactics are cov- 
ered under the Ground Assault 
section later. 

Beachheading is establishing 
a colony (or stealing one) at the 
edge of your range, deep in 
enemy space. Heavily fortified, 
this planet provides a forward 
base for invasion. 

Slash-and-burn invasion is typ- 
ical of endgame reduction sce- 
narios, when massive popula- 
tions are bombed and 
biobombed out of existence by 
massive fleets bent on influenc- 
ing votes the hard way. The 
planets are usually completely 
destroyed. 


The following guides are 
thumbnail sketches of important 
elements in a winning game. 
Specific details (which race 
should | play? which types of 
worlds should | colonize?) are 
passed over in favor of tech- 
niques of benefit to all would-be 
Emperors regardless of race, 
preference, or situation. 
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Colonization is of 
primary importance E& 
in the opening, and 
of tertiary importance in the 
midgame. Careful selection of 
your initial cradle of worlds can 
vitally affect the entire game. 

The initial problem, of course, 
is that habitable worlds may not 
be easily in your reach. Only the 
Silicoids can avoid this problem. 
Also, at early tech levels a 
colony ship is terribly expensive 
and time-consuming (25 turns or 
more) Bearing that in mind, 
there are two criteria to consider 
when making that difficult early 
colonization choice. 

The first and most obvious is 
long-term value. Low population 
limits are 
overcome 
by plane- 
tology tech 
later, so 
aim for Rich planets if possible. 
This is obvious. 

Less obvious is the need for 
location planning. Initial colonies 
should be behind your home- 
world, close to the map edge. 
This cradle will be protected 
from enemy attack in the open- 
ing, and difficult to reach in later 
phases. Also, string your initial 
colonies in a line as much as 


possible; this will create both a 
forced border and a behind-the- 
lines safe area. In general, colo- 
nize easy planets that are geo- 
graphically advantageous. 

Colony ships are very useful in 
the opening, and marginally so 
in the midgame. Don't bother 
building specialized colony ships 
in the midgame; simply develop 
the technology and ground 
assault the colony. Never build 
them in the endgame except 
under very special circum- 
stances: you'll need your ship- 
yards for warships, and you'll 
want to techstrip anyway. 

Spend reserve money on a 
new colony immediately after 
your additional population 
arrives in the transports. Never 
set up a new colony with less 
than 30 population unless the 
planet can’t support that many. 
Any less, and you’re wasting too 
much time and money, as well 
as asking to be techstripped. 


TECHNOLOGY 


RESPArEN “LEVEL 


Me: 
Le 


You will live and 
foe Cie by technology. 
You must make it your number 
two priority at all times, falling 
just behind basic survival. If you 
fall too far out of the tech race, 
you Cannot win. You'll be lucky 
to survive. 

The focus of your opening 
should be building a solid cradle 
of industry and devoting ever- 
increasing BCs to technology. A 
good sign that the opening is 
over is your ability to devote half 
of all your planets’ production to 
tech without cringing. 

In the midgame, research with- 
out mercy. Try to maintain a 
constant budgetary ratio of half 
research, half everything else 
during this period. When pre- 
sented with a list of possible 


techs to choose from, generally 
select those in the middle. Let 
other races develop the simple 
and cheap ones; also, you can’t 
afford the time interval between 
major breakthroughs. 

Keep equally distributed 
amounts in each tech area, 
unless an important break- 
through will aid your game 
immensely, such as Stargates, 
better range, or planetology 
advances. In those situations, 
techslam until you get the tech, 
but reestablish equal funding as 
soon as possible. Good technol- 
ogy means_ balanced technolo- 
gy. Never neglect an area; they 
are all equally crucial to your 
eventual Success. 


Eventually, colo- § 
nization will become —==aaaaes 
much less efficient. Ground 
assaults will become the most 
effective way of increasing your 
population. Not only does this 
relieve you of the burden of 
building colony ships, but it also 
reduces the enemy’s population 
and productivity. 

Bomb enemy planets only 
enough to destroy the missile 
bases. Any further, and you'll 
ruin the hundreds of free facto- 
ries available on the surface 
when you arrive. 

lf you’re significantly behind an 
enemy technologically, a special 
form of techstripping can even 
the odds quickly. Biobomb a 
planet (or use one that he’s 
biobombed) until the population 
max is 10. Let him colonize. 
Since there are only ten 
colonists on the surface, they 
can’t possibly stand up to a full 
assault of thirty or forty squads 
regardless of tech differences. 
After the invasion, you'll pick up 
five or six tech levels. If he’s still 
@ ] ahead of 
Bi) you, sim- 
| ply evacu- 
jate the 
—=jplanet 
Hand wait. 
5} His mea- 
“| gre force 
mW oh ob 4 
jalways 
carry the 
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latest technological doodads 
with them, ripe for the picking. 
This techstrip yo-yo can keep 
you in the game. Use it wisely. 
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In the midgame, diplomacy will 
give you the breathing room you 
need to destroy your enemies 
one by one. In addition, it pro- 
vides the delicious chance to 
make off with precious secrets 
and to throw large wrenches into 
the growth of enemy planets. As 
long aS you keep some races 
neutral, you can even make a 
profit from trade while keeping 
your attention focused on those 
who deserve it. 

Whenever you make contact 
with a race, begin building a spy 
network immediately. Even if 
you never activate them, they 
will have provided invaluable 
information about current tech 
levels. If your computer level is 
significantly above theirs, or if 
you are a Darlok in any case, 


nology immediately. Never blow 
off the ability to frame someone 
else; as long as other races are 
fighting each other, your position 
will be made stronger. 

It is in your interest to keep 
weak races in the game. Giving 
them minor (to you) technology 
will quickly make them allies, 
which improves your council 
votes as well as your military 
position. Never genocide a race 
if possible; cut them to a handful 
of planets and engineer a revolt. 
The new leader will give you 
breathing room, as well as pos- 
sibly becoming a voting bloc 
member and ally. 

Sabotage has its place, but do 
not overuse it. Never blow facto- 
ries; they’re too easily rebuilt. 
Nail missile bases first, and then 
foment revolution. In general, 
leave the spies on espionage. 

Don’t go out of your way to 
make enemies; let them declare 
on you first. Moral superiority 
has no game effect, but boy 
does it feel good. 
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BUREAUCRATIC 
RIPOFF 


Few would-be 
Emporers realize 
that the Planetary 
Reserve may be 
costing more than 
it's worth. While the 
idea of taxing all 
your planets in 
order to shift money 
to certain ones is a 
valid one, it’s not 
worth it in most situ- 
ations. For every 1 
BC placed in that 
handy Reserve, 2 
BC’s are charged 
by the bureaucracy. 
This means that a 
race collecting a full 
20% in taxes from 
all planets is actual- 
ly wasting 10% of 
its production. 
Therefore, limit 
Reserve use to 
starting up colonies 
and stepping up the 
defensive produc- 
tion of a planet in a 
Crisis situation. 
Otherwise, the cost 
is much too high. 


GAPS IN 
TECHNOLOGY 


Not all the tech- 
nology in the game 
may be available to 
you. Choices made 
in early develop- 
ment may some- 
times lead your sci- 
entists away from 
advances that you 
want. Offer to 
exchange technolo- 
gy with allies that 
are several levels 
below you. While 
they may not be 
able to aid you in 
current research, 
they may have an 
old idea or device 
that your people 
have missed. 
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CRUCIAL TECHS 


Certain advances 
are so crucial to 
warfare that they 
will require the 
revamping of most, 
if not all, of your 
fleet. These are: 


e AUTOMATED REPAIR 
e Apv. Dm. CONTROL 
¢ ORACLE INTERFACE 
e REPULSOR BEAM 

e ZYRO SHIELD 

e BLACK HoLe GEN. 
e H. ENERGY Focus 
e Sus. TELEPORTER 

¢ STREAM PROu. 

¢ DEATH RAY 


Uparave Rate 


On the other hand, 
scrapping your 
entire fleet is both 
costly and danger- 
ous. Swap out one 
design immediately 
upon new_ tech 
acquisition. Then, 
wait at least two 
other (non-related) 
tech levels before 
designing a new 
ship. This way, 
you'll always have a 
rotating fleet in 
varying stages of 
obsolescence. 


EFFICIENCY 


Just researched 
new tech levels in 
Computers, Shields 
and Propulsion? 
Consider building 
ships at one level 
under the new lev- 
els. If you’ve just 
gained Mark Ill 
Computers, Mark II 
Computers are now 
substantially cheap- 
er and smaller. If 
you're ahead in the 
tech war, under- 
shoot yourself to 
save time, money 
and space. 


Without a powerful fleet, all 
your ecological mastery is just 
gardening for your inevitable 
conqueror. Even a race deter- 
mined to win by diplomacy and 
quiet colonization must build a 
defensive fleet to ward off less 
advanced races. Of course, just 
having a powerful fleet doesn’t 
guarantee victory. Winning bat- 
tles consistently requires three 
crucial components: tight plan- 
ning, good design, and the tech- 
nological edge. 

Tight planning means that 
numerical and/or qualitative 
superiority is not always neces- 
sary. A massive fleet is no guar- 
antee of victory. Remember that 
navies only exert power over 
one system at a time; fifteen 
dreadnoughts two parsecs away 
can’t save that planet, even with 
a High Energy Focus Death 
Ray. Always maintain fleets of 
more than one ship type in orbit 
everywhere; only mass ships 
when threatened by a large fleet 
or when building a task force. 

The technological edge is a 
luxury to plan around. If you 
have shields thicker than your 
enemy can penetrate, your victo- 
ry is assured; however, this is 
very unlikely. Execute a battle 
plan as if the enemy were equiv- 
alently equipped, especially 
when dealing with new designs. 
Otherwise, stay ahead as much 
as possible. 

Good design is the ultimate 
focus. This doesn’t mean you 
should worry about placing 
either lon Cannons or Mass 
Drivers in your ships; at the 
strategic level, it just doesn’t 
matter. Good design means cre- 
ating an interdependent fleet 
designed to support one another 
in a variety of tasks. Never oper- 
ate ship types alone. 

There are six types of ships 
that your fleet should include. 
Obviously, you may not have all 
Six active at once; you'll scrap 
one if you need a colony ship. 
These six are more for medium 
to late game strategy, when 
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colony establishment is of lesser 
importance. 


The basic workhorse of your 
fleet. These should be Large 
ships armed with heavy beam 
weapons and Repulsor Rays. 
They'll be first in line for the 
Oracle and High Energy Focus 
upgrades. Remaining specials 
should all be weapon enhance- 
ments. Secondary weapons 
should be beam weapons, 
although small missile payloads 
may also work. Cruisers are 
designed to kill larger enemy 
ships; they'll also do good defen- 
sive work as the Repulsors keep 
the enemy away from the planet. 


These are Medium ships 
armed primarily as planet- 
busters. Screen them from 
attack with Fighters and Cruisers 
on the way in, then let them 
bomb away. Good specials are 
defensive ones; they'll also have 
the room for Battle Scanners. 
Arm them with streaming 
weapons as secondary ordi- 
nance (to ward off Fighters), but 
fill their hull with bombs first. A 
good Destroyer detachment 
should have enough power to 
shatter any planet in one run. 


This ship will center an offen- 
sive task force. Build a Huge hull 
and stuff as many good 
weapons on it as possible. It 
doesn’t matter which ones. 
Eighty heavy weapons do 
tremendous amounts of damage 
regardless of wavelength. 
Dreadnoughts should take out 
just about any enemy stack 
except for swarms (1000+) of 
enemy Fighters. Due to their 


enormous expense, you'll be 
building very few. Make sure you 
include Black Hole Generators 
or at least Streaming weapons 
to lessen vulnerability to 
Fighters. These ships should 
center anchor your battle line 
and chew into the enemy. 


Small ships with one weapon 
each. Generally, you can skimp 
on all other components. The 
idea is to launch huge numbers 
(in the thousands) of these flying 
gun barrels and swarm over 
enemy stacks. Fighters will mur- 
der Dreadnoughts and generally 
Cruisers. Pinpoint fire is their 
specialty. If you have room for 
additional ordinance, try a single 
bomb to crush planets. 


These are Medium ships 
designed as disposable artillery. 
Fill their hull with missiles (scat- 
ter packs if you have them) and 
nothing else. While your battle 
line advances, launch huge 
waves of missiles at the enemy 
from behind the line. When out 
of ammo, the Frigates just 
escape the battle. Their survival 
rate is therefore extremely high. 
Redesign only when new mis- 
siles become available. 


Small or Medium ships 
designed as cheap defense. 
Don’t bother with engines, just 
with defense and armament. 
These should lag a few tech lev- 
els behind your other ships; their 
only purpose is to defend plan- 
ets cheaply. Rely on heavy 
missiles, although use 
Repulsors when small enough. 
Don’t spend on offensive details; 
shred these first in combat over 
the planet. -Kevin Perry 
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TECH SPECS 


Requirements: 
4MB RAM, VGA, 
386/33 


Sound Support: 
Sound Blaster and 
compatibles 


Controller: 
Joystick, keyboard, 
mouse 


Available for: 
PC and compatibles 


Designed by: 
Origin 


Distributed by: 
Electronic Arts 


GAME SUMMARY 


Interstellar trading 
and combat set in 
the universe of 
Wing Commander 
and Wing Com- 
mander Il. Meet 
pirates, Kilrathi and 
religious fanatics 
and turn them into 
so much dust for 
fun and profit. 


it's a wide universe out there, 
Sparky, and it’s a dangerous 
one. If you want to survive even 
for a few minutes, you need as 
much advice as you can get. So, 
I've been assigned by the 
Merchant’s Guild to come and 
hold your hand for awhile until 
you can drop Retros and pirates 
yourself. 


The Tarsus is a decent ship, 
coming with a good cargo hold, 
adequate shields and the poten- 
tial for a lot of improvement. 
You'll start with a whopping 
2,000 credits. One thousand 
should be spent immediately on 
another laser for your ship. 
Believe me, you need it. 

You should then go to the 
commodities exchange and buy 
as much cargo as you can 
afford. Buy iron, at least at first, 
because you can probably take 
all that’s available. If, however, 
the price on the iron is more 
than 40 credits per unit, buy 
tungsten instead. You'll make a 
better profit that way. 

Stop by the mission computer 
on your way to launch. Accept 
any missions that involve 
defending Achilles or Helen. 
Since you're already at Achilles, 
you may as well get payed for 
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Ee 4 MUCH FOR THAT 


SPACESHIP IN THE 
LOADING DOCK? 


EVERYTHING YOU NEED TO KNOW ABOUT 
ORIGIN’S PRIVATEER FROM TRADING GOODS 
IN PORT TO TRADING SHOTS IN ANGER. 


killing the pirates or Retros who 
will be waiting for you anyway, 
and since you are going to 
Helen, you should get paid for 
combat there, too. 

After you've loaded up, go to 
your ship and launch. Once in 
space, press “n’ to get to your 
nav computer, select nav point 
6, which is the agricultural planet 
Helen, and use your auto-pilot. 

When you land, go to the com- 
modities exchange and sell what 
you've brought with you. If you 
had any missions that you com- 
pleted, you'll have already been 
payed. Use your trading profit 
and your mission success 
money to further upgrade your 
ship and buy more cargo. What 
you've just done is what you'll be 
doing a lot of for quite awhile. 


Get used to it and get good at it 
or suffer the consequences. 


It will be some time before you 
can afford a new ship, so don't 
worry about that now. The 
money you don’t spend on cargo 
should be spent on three things: 
replacing missiles fired in com- 
bat, repairing your ship and 
upgrading your systems. Let’s 
talk missiles first. 

You come equipped with a few 
dumb-fire missiles at first. Sell 
them since they aren’t worth 
squat. Instead, buy ten of the 
heat seeking missiles. They'll 
track your opponents rather than 
fire straight. Once you get used 
to firing them, you'll rarely miss, 
and that’s 35 credits well ere 
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Mbeabbldt Duadrant | 


For your convenience, here’s sa a look at all four of the quadrants. Use this when plan- 


ning trading or mission runs. 


Always check out what the bartender 
has to say. 


Repairs are self-explanatory. If 
you don’t repair your ship and 
your computer after each mis- 
sion, pretty soon, your systems 
will be destroyed, forcing you to 
buy new ones. Always repair 
everything. 

As far as upgrades are con- 
cerned, you'll want most of them 
that are for sale eventually. The 
following list is a pretty good 
order to go in: second laser (you 
should already have that), better 
armor, afterburner, expanded 
cargo hold, engine upgrade, 
repair droid, generator upgrade, 
jump drive, and finally, maps for 
all quadrants. 

Here are some tips for upgrad- 
ing. Always buy cargo before 
you add anything to your ship. If 
an upgrade takes all your 
money, it’s going to make it hard 
to get cargo. Second, make sure 
you repair anything before sell- 
ing it back for a replacement. 
You can get 750 credits for a 
fully repaired laser. A damaged 
one, even if it’s only barely dam- 
aged, will bring in considerably 
less. Finally, always check if you 
can sell something back before 
you upgrade. For example, buy- 
ing a map for all four quadrants 
costs 5,000 credits. If you sell 
the quadrant map you have 
before buying, you'll get a thou- 
sand back. This saves you 1,000 
credits that you'll be glad to have 
in the long run. If you always 
check for things like this, you 
can save a lot of money. 


It can be very tempting to start 
trying out weapons other than 
lasers. Don’t waste your money, 
at least for a long time. Lasers 
are effective at good range, do 
adequate damage and don't 
drain your energy supply too 
badly. Other weapons will do 
more damage but require much 
greater accuracy. Lasers will 
serve you for a number of mis- 
sions and trading runs before 


you should think about upgrad- 
ing. When you do, pick up a cou- 
ple of tachyon cannons. While 
pricey, two hits with them can 
eliminate an enemy shield and 
four can take down most pirates 
or Retros. 


Buy low, sell high. Sounds 
easy, but it isn’t always. The 
prices of goods change con- 
stantly, so you need to look for 
bargains and hope for the best 
with each run you make. At min- 
ing planets, buy iron if it’s less 
than 32 credits per unit. If it’s a 
little higher, you should still 
make a profit on it, it just won't 
be as much. Tungsten should 
almost always be purchased, 
since Helen will usually buy it for 
more than 100 credits per unit 
and it can usually be purchased 
for less than 80. At Helen, pick 
up grain when it’s selling for less 
than 12, liquor for 40 or less, 
generic foods for 25 or less and 
wood for 80 or less. Luxury 
foods can usually be taken for 
40 or less as well. 

There will be times when you 
don’t want the additional hassle 
of trading. That’s a dangerous 
way to think. While trading cargo 
isn’t nearly as lucrative as com- 
pleting missions, there is real 
money to be made here. An 
empty hold equals an empty 
head, and a few extra credits 
can mean the _ difference 
between picking up that handy 
new weapons system and get- 
ting turned into space debris. 


lf you want to start making 


some real money, you need to 
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o make scads of cash without taking the 


Join the guilds for a better selection of 
missions. 

run some missions. They won't 
make you a millionaire over 
night, but they will bring in a 
steady flow of cash. 

Missions come in two basic 
types: transport cargo and 
destroy enemy ships. Since 
you'll be staying in the Troy sys- 
tem for some time, the transport 
missions won't be readily avail- 
able and when they are, they 
won't be for much money. 
You’re better off taking the com- 
bat missions. 

Here’s what you should look 
for; see if any of the missions 
you can choose are to defend 
the system you are already at. 
Since you will probably 
encounter these pirate or Retro 
ships anyway, take the mission 
and earn the credits. Similarly, if 
the base or planet you plan to fly 
to has a defend mission avail- 
able, take it. 

One way to earn a lot of 
money quickly is to find two or 
three missions that ask you to 
do the same thing. For example, 
you can generally find several 
missions asking you to fly 
through nav points 1, 3, 5, 7 and 
8 in the Troy system for a fee. 
One company may be willing to 
pay as much as 10,000 credits 
or more, while another will pay 
you 9,000. Take both missions, 
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chances that come with the bounty hunter’s lifestyle. 
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MISSION PLANS 


Not wanting to 
press the point, but 
there would be very 
much worth your 
while to use the 
quadrant map on 
the left of this page 
to plan some mis- 
sions. Since you 
can’t access the 
quadrant map while 
in a spaceport, it 
can be difficult at 
times to know 
whether or not a 
mission is likely to 
be easy or difficult 
to get to. Your ship 
is only capable of 
six jumps at a time, 
so keep this in mind 
when planning your 
missions. 

Also remember 
that you may lose 
some of your mis- 
sions if you don’t 
complete them 
before you dock. 
Therefore, don’t try 
to ship goods to 
more than one 
place at a time and 
don’t take seek- 
and-destroy mis- 
sions at more than 
two different, con- 
nected systems. 
The only exception 
is finding a mission 
that pays an exorbi- 
tant amount of 
money for success. 
These will be much 
more difficult, so 
save under a differ- 
ent name before 
trying them. 


Pot PoINTS 


This guide is not 
intended to instruct 
you in the comple- 
tion of the plot of 
the game. Just take 
note of the number 
of missions that ask 
you to travel to New 
Detroit and act 
accordingly. 
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Tarsus—your first 
ship is hardly the 
best available, but 
it’s not bad, either. 
Maximum velocity 
and afterburner 
speed are low, 
acceleration and 
maneuverability are 
decent. The cargo 
hold is a standard 
100 units, expand- 
able to 150 units. 
Armor is thin com- 
pared with the other 
ships. 


Orion-the next step 
up from the Tarsus, 
the Orion should be 
avoided by most 
players. It has a 
smaller cargo hold 
than the Tarsus, is 
only slightly faster, 
is much less man- 
euverable. True, the 
armor is thicker, but 
it leaves a lot to be 
desired. 


Galaxy-This is the 
ship to have for any 
player who dedi- 
cates their time to 
trading. The stan- 
dard cargo bay is 
150 units, expand- 
able to 225. Armor 
is decent, although 
not as thick as the 
Orion. Top speed is 
the same as the 
Tarsus, although 
afterburner speed is 
faster. Not bad in 
combat. 


Centurion—For 
bounty hunters and 
pirates, this is the 
ultimate. The 
Centurion is quick 
and agile enough to 
avoid most hits and 
strong enough to 
| survive a few shots. 
Traders should stay 
away from its minis- 
cule hold, but 
hunters will thrive in 
its combat abilities. 


fly to the nav points and collect 
the fees for both at the same 
time. 


Naturally, you’re itching at the 
chance to get away from the 
Troy system. You shouldn't, at 
least not for a good long time. 
The reason for this is two-fold. 
First, Troy offers an excellent 
place to trade, containing both 
mining and agricultural facilities. 
You can almost always make 
money trading mining to agricul- 
ture and vice versa. Second, it’s 
a very dangerous universe out- 
side of Troy, and once you 
encounter the actual storyline of 
Privateer, the missions get hot 
and heavy. You shouldn't tackle 
them until your ship is consider- 
ably pumped. Don’t even think 
about scouting new and exciting 
solar systems without an 
improved engine, better armor 
and a repair droid. 


While the system software you 
Start with is decent, there’s much 
better on the market. When 
you've got the money, check out 
some new programming. Avoid 
lris software, settling for the 
color-coding benefits of the 
Hunter or B & S models. For the 
budget-conscious pilot, the 
Hunter 6i will afford color-coding, 
target lock and 15% chance per 
second of identifying your target 


for a moderate price. The ITTS 
that comes with the Iris Mk Ill, 


Hunter Infinity and B & S Omni 
is handy, but hardly necessary 
for success. Remember to repair 
your software before selling it to 
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When in combat with more than one enemy ship, try launching missiles at one before 


turning your attention to the others. 
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Galaxy ships are the best option for the 


The Tarsus: your no-frills option to 
space combat and trading. 


die-hard trader. 


While trading is a significant 
part of the game, much of the 
action in Privateer revolves 
around combat. Most of this will 
occur in the completion of the 
missions you accept, but there 
will be times when you will enter 
into combat even though you 
don’t want to. Unfortunately, any 
pirate or Retro you encounter, 
regardless of what you are 
doing, will attempt to waste you 
either for cargo or religious 
zealotry. The following tips will 
help you out, particularly if you 
are new to the Wing Comman- 
der universe. 

Initially, since you have the Iris 
software, you will not be able to 
distinguish between friend and 
foe by looking at your radar 
screen. This problem can be 
easily averted by targeting a 
ship and communicating with it. 


Your communication options will 
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The Orion features the best shields of 
the four available ship. 


For any bounty hunter or pirate, the 
Centurion is the only way to go. 
always be the bases in the star 
system and the ship you have 
lined up. If it’s a pirate or a 
Retro, buckle up and start shoot- 
ing. If it's a hunter, merchant or 
militia ship, you can usually get 
away unscathed. With color-cod- 
ing software, enemy ships will 
always appear as red blips on 
your radar, while friendlies will 
be blue. 

One opponent should be easy 
enough to take out, even if it’s a 
highly mobile ship like a Dralthi. 
The problem most beginning 
(and even some experienced) 
privateers have is when they are 
attacked by several enemy 
ships. 

One tactic that works pretty 
well is to lock on one target, 
launch a missile, unlock, and 
select another target. If you’ve 
got heat-seeking missiles, it 
should hit the ship you aimed 
for, causing it to wait before 
attacking you as it nurses its 
shields back to full strength. 
Even if it doesn’t, the ship will 
expend a lot of time trying to 
avoid the missile. This will leave 
you free to take out his irritating 
associate. 

Don’t fly at an incoming group 
of ships for more than a couple 
of seconds unless you have a 
death wish. Two sets of guns 
can gnaw through your shields 
in nothing flat before you can fire 
twice. Fly a twisting path, vary- 
ing your speed with the after- 
burner, if possible. If you’re get- 
ting attacked by lots of enemies, 
it’s time to switch to tachyon 
cannons. -Steve Honeywell 


Your Father, the last king of Alonia, failed his 
quest to liberate the realm from inhuman tyrants. 
Now it’s your turn. As Tris, the last heir to the oe 
throne, it’s your destiny to match sword and sorcery against the foul Ruzakian Hord. Seek incredible magicks to augment 
your power as you delve into the conquered city of Hedburg. A virtual 3-D fantasy world awaits your next command - Explore 
the dangers of the Old City, pit your awesome might against horrible creatures in a dark dungeon. Fight well and you may 
free the kingdom. Discover the Forgotten Castle and you may learn of your father’s fate... 


* Cinematic animation sequences unfold stories of mystery. 
® Fully digitized musical score and sound effects. 
© Combat system has adjustable skill levels. 
® Monsters, characters, magic items and props are rendered with full 3-D effects. 
® A smooth scrolling virtual world, complete with unparelled realism for 


die-hard fantasy role playing enthusiasts! 


2 1993, Twin Dolphin Games Inc. Forgotten Castle and Twin Dolphin Games are trademarks of Twin Dolphin Games, Inc. IBM is a registered trademark of International Business Machines, Inc. 


TECH SPECS 


Requirements: 
VGA, 640K RAM, 
DOS 2.1,Mouse 


Sound Support: 
Sound Blaster, 
AdLib, Roland 


Controller: 
Mouse, joystick, 
keyboard 
Available for: 
IBM/Tandy 


Designed by: 
Imagitec Design 


Distributed by: 
EID 


GAME SUMMARY 
You, as Captain 
Gustavus, must 
rescue Tormis 
from the siege 
imposed by a 
marauding army 
of daemons. 
Extensive game 
time commitment. 


My name is Travis Sewer- 
breath, and | joined the party 
after Captain Gustavus (Gus to 
his friends) rescued me from a 
potentially embarrassing 
predicament in the Tormishan 
city gaol. | had been put there on 
trumped up charges of scaring 
small children, but that’s not 
true. In fact, Hanri the Knife, so- 
called leader of the Tormishan 
Thieves Guild, thought | had 
crossed him by hiding the key to 
the secret entrance out of 
Tormis. | tell you now: not so! | 
was merely keeping the key safe 
from harm whilst | went about 
my business, about which you 
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TRAVIS SEWERBREATH 


SPEAKS! DAEMONSGATE 
ADVENTURES REVEALED! 


THE TWISTS AND TURNS OF THE PLOT TO 
OVERTHROW THE CIVILIZED LANDS, AND HOW 
YOU CAN RECREATE THEIR EXPLOITS! 


Hank the Tall is one avid adventurer. 
He’ll whine to get you to let him join. 

do not need to know. Anyway, | 
sat there rotting in that damn cell 
when there came a slight knock, 
followed by the sound of a mas- 
ter lockpick at work. Let me tell 
you, ‘twas music to my ears! 
Next thing | know, Gus is busting 
me out, having slain the gaol’s 
meager contingent of guards. 
Figuring to split up was the best 
method for concealment, | told 
him to meet me in the Harvester 
of Sorrow, the local pub where 
most members of the Guild hang 
out. He did, and after he per- 
formed a quick chore for me (to 
show me that he was a right 
fella), | asked to join his party. 
He accepted and | gave him the 
key to the secret entrance. 
‘Twas a rather motley crew | 
signed on with; we travelled 
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Six categories of elemental can be summoned by one experienced in elemental lore, 
ranging in size from minor to gargantuan. Don’t try this at home! 
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posthaste out of the city, toward 
adventures | could not even 
begin to guess at. Danger lurked 
everywhere in the land, and 
chance encounters in the wilds 
between towns could mean your 
life if you weren’t prepared. A 
fella—a quick fella—kept his wits 
and weapons ready. 


‘Tortmts 


The first thing you need to 
know about Tormis is that there 
are a number of people who are 
fed up with the current political 
situation, what with this daemon- 
ic siege and all. Therefore, you 
won't have much trouble finding 
recruits for your adventuring 
party to rescue Tormis. You start 
in the Pigge and Ballbearing 
(nice pub, that) and almost 
immediately, a chap name of 
Jeramiah is pleading with you to 
go along-—let him. He’s gota 
mean way with that flamberge 
he’s carrying, and he won't tire 
too easily. Another character 
you should pick up here travels 
under the name Anvil 
Sigmundson. 

At the Harvester of Sorrow, 
you'll find the mother’s punks 
Grim and Grom. They’re twins, 
and the only difference between 
them is that Grom can take a lit- 
tle more punishment than Grim. 
Take ‘em if you like ‘em: they 
only come as a team. 


oe 
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Two roving bands close in on our 
heroes. Will they attack? 


By booking passage on a ship, one will 
be waiting for you just outside town. 

You'll find Amillio Torano at 
the Twitching Pig. If you are 
short a party member, pick him 
up; otherwise, avoid this smooth 
talker like the plague. Though he 
fancies himself an expert 
swordsman, his level of skill with 
a blade speaks otherwise. 
Besides which, his local is the 
Twitching Pig, and that ought to 
speak volumes. 

At the University of Tormis, 
you'll run into Arion Edmundson. 
He’s not much good with a 
blade, but he’s a hedge wizard, 
and that qualifies him for a posi- 
tion in your band. 

lf you can locate the Mer- 
cenaries Guild (it’s just northeast 
of the bridge) you can get two 
excellent warriors. One is 
Cyless, daughter of Gunwald 
Heinrich, who was chief of the 
Bad Dream Mercenaries before 
his untimely death. The other is 
a mean looker name of Dark 
Sky. 

When you come to the gaol to 
rescue me (and you'll need to 
rescue me, ifn ya ever want to 
get out of Tormis), make certain 
your weapons are all readied. 
When the time comes for me to 
join your party, you can dump 
Anvil—he’s not much good in a 
fight. 


Attetia 


In Atteia, you should go to the 
Quaffing Pig, where you'll meet 
Thomas, servant to Alathon, the 
last Elsopean. He'll tell you that 
he hasn’t seen his master since 
Alathon went to talk to Hellast, 
the ruler of Attiea. Your work is 
cut out for you. Atteia is divided 
into three sections: the foreign 
section, the commerce section, 
and the pureblood section. You 
will have to fight your way into 
the commerce section (if you're 
smart, you'll have already con- 
figured your game for ESCAPE 
set to ON). 


Once you’re in the commerce 
section, find the gaol and clear it 
of guards. The reason for this 
will become obvious once you've 
found the Laughing Heretic 
(which Thomas will have told 
you about). At the back of the 
Laughing Heretic is an odd 
clock. It conceals the secret 
entrance to the headquarters of 
the rebellion attempting to over- 
throw Hellast. You will now be 
arrested (despite any attempt to 
escape) by the Atteian 
Sacrepolitz. 

Now that you’re back in the 
gaol, you'll have to find all of 
your belongings. Get them, then 
proceed to the pureblood section 
of town. In the far northwest cor- 
ner of Atteia you'll find the royal 
palace, and in the southwest 
corner of this building you'll find 
Hellast. If you haven’t bound any 
elementals to your weapons, 
you'll be in trouble when you 
fight him. Once you have defeat- 
ed him, you'll know what to do 
next. 


Joruli Point 


Joruli Point is situated on its 
own island off the western coast 
of Hestor. You can only get to it 
from Dryleaf (see sidebar on 
buying from individuals). At 
Joruli Point, you will find many 
scholars; in particular, you will 
find people who know quite a bit 
about the herbs and incenses 
used in both elementalism and 
daemonology. In particular, you 
should talk to Dean Julien of the 
college of scholars, as well as 
Alster Crows-Leg and Andre 


Fiveshanks. Alster knows quite a 


Hedge wizardry is the simple art of making potions. Obtaining recipes for those 


potions is not so simple. 


The Jolly Beardy Man is not who he 
says he is... 

bit about daemonology; Andre is 
a geography scholar. Another 
person at Joruli that you'll want 
to contact is Alathon; he is, after 
all, the main reason you're there. 
He will give you the history of 
the daemon invasion. 


E-ssarn 


After you’ve found Yelba, 
Councillor Pestur of Pestur’s 
Wake will want to talk to you. Go 
to the Broones Bane Inn in 
Pestur’s Wake; his messenger 
will meet you there and bring 
you to his offices. Councillor 
Pestur has a “diplomat” in 
Essam that you'll need to find; 
you will need to give this diplo- 
mat a piece of a tablet (which 
the Councillor will provide). 
Councillor Pestur will also 
arrange your transportation to 
and from the isle of Scaeth, but 
you'll need to have plenty of 
your own money on hand when 
you arrive. 

In Essam, go to the Hotel 
Essam (it’s just east of the mar- 
ketplace); you'll find that 
Pestur’s diplomat has been kid- 
napped by the Assassin’s Guild. 
The Guild is in the southeast 
quadrant of town; go there and 
pay for the diplomat’s release. 
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SKILLS 


Once you’ve 
assembled your 
party (Travis includ- 
ed), go check into 
an inn for awhile. 
You should bring 
your party up to 
Master level in their 
weapons skills first, 
then bring to Master 
level: Gustavus in 
leadership, 
Jeramiah in missile, 
Arion in herb lore, 
Grim in haggling, 
Grom in elemental 
lore (buy the book 
Ye Elements), 
Travis in lockpick, 
Cyless in survival, 
and Dark Sky in 
another weapon 
skill. 


MONEY 


Lack of money 
can be a big has- 
sle—here’s how to 
get more while 
you're in Tormis: 
after you rescue 
Travis, the local 
militia will be peev- 
ed. Wander around 
the prison area for 
awhile, and guards 
will eventually chal- 
lenge you to fight. 
Once you’ve killed 
them, take their 
weapons and sell 
them. Simple, eh? 


BUYING FROM 
INDIVIDUALS 


If you are talking 
to someone and 
they mention a pur- 
chase price for 
something you 
want, click on the 
price that they men- 
tion. Do not try to 
give them gold from 
your inventory, as 
they will not take it. 
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OTHER PARTY 
CHARACTERS 


If you find youtself 
short a party mem- 
ber, here are the 
locations of some 
others who will join 
your party (some 
will join only after 
you've killed Hel- 
last): Hank the Tall, 
Dryleaf, add only if 
you need a warm 
body; Esmeralda, 
Essam, likewise; 
Shadwell, Hope, a 
tremendous addi- 
tion to any party; 
Stein War Tooth, 
Slime, an excellent 
fighter; Twoedge 
Deadspeaker, 
Eloran, a major 
magical might, as 
well as a decent 
fighter; Gunwald 
Gunwaldson, Trade 
Town, an excellent 
fighter, but not long 
on magic. 


HESTOR ON TEN 
Quip A Day 


There are several 
excellent ways to 
get some cash. The 
first is to simply look; 
people often leave 
their belongings 
lying around. This 
includes soldiers 
and shopkeepers: 
inventory in no- 
body’s possession is 
finders keepers. 
Another method is to 
kill anyone you fight, 
as your opponents 
often carry around 
money and weapons. 
The third method is 
to buy some ada- 
mantine swords and 
enchant them with 
elementals; weapon- 
smiths pay hand- 
some sums_ for 
these (requires mas- 
tery in elemental 
lore). 
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men if you are to succ 


After you’ve received all the 
necessary information from the 
diplomat, go to the Grey 
Stalkers’ headquarters. The only 
advice | have beyond this point 
is to make certain that the gang 
cronies give the messages to 
their respective bosses. 


The Campps 


The Campps are a region far 
to the north, and are populated 
by clansmen formerly of the area 
between Elsopea and Kalothea. 
They are situated along an 
impressive engineering project 
called The Wall, which stretches 
east to west across Hestor. 

The Campps are currently 
undergoing a period of civil dis- 
content; it would be unwise to 
make camp in the far north, as 
roving bands of clansmen are 
growing more vicious. This civil 
discontent is being fostered by 
one Njord Wolfraven; he is rally- 
ing the clansmen by spreading 
rumors about supposed illicit 
dealings carried out by Svien 
(Bethrod) McDoogal, chief of the 
Campps. 


Encounter at Eloran! Can Picard, | 
mean Gustavus, save you? 


Unfortunate as it may seem, 
you will have to kill both of these 
eed 


Travelling by boat is a golden opportunity for your party to get some much-needed 


meditation time. Don’t pass it up! 
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against the daemons. Svien 
means well, but it is clear he is 
losing out to Nyord’s double 
dealings; if the civil war is 
allowed to escalate, Nyord will 
win. Since Nyord is in league 
with the daemons, you must not 
let this happen. 


Puzzles abound. Can you solve the mys- 
tery of the Skull Mountains? 


When you first encounter 
McDoogal in his house in Hajak, 
all will seem normal; the moment 
you turn to leave, he will be on 
you with ten of his berserkers. 
Directly after killing him, you will 
have to fight and kill Wolfraven, 
too. Be ready, since Wolfraven 
will have his personal guard with 
him. 


The Daemonsgate 
Engine 


The Daemonsgate simulation 
of our adventures has tried to be 
true to the party’s personalties, 
as nearly as a simulator can. 
Besides the obvious, such as 
that a character with less 
endurance tends to hold the 
party back when traveling, a few 
other things should be noted, as 
well. For instance, you may 
notice that some characters 
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You must pay for passage on a ship. 
Find the captains at major ports. 
others in combat. This is due to 
a number of factors: if the char- 
acter has little wisdom, he/she 
will rush to a fight and be reluc- 
tant to leave. Characters with 
higher wisdom will take into 
account how well armored they 
are, and they will also want an 
opportunity to size up their oppo- 
nent when moving into attack 
range. Stein War Tooth will 
always move rapidly toward a 
battle; he has little regard for his 
own safety and is confident in 
his strength. 

If you are having trouble avoid- 
ing encounters in the wilderness, 
check your party leader’s charis- 
ma (your party leader is not 
always Gustavus; it is the per- 
son whose picture appears at 
the bottom right of your travel 
screen). You will also have 
much better luck avoiding com- 
bat encounters in the wild if the 
person leading your party is par- 
ticularly strong in the charisma 
department. 

If you are having trouble get- 
ting past locked doors (thieves 
tools are cheap, but they will 
break often—make sure you 
Carry several sets), make sure 
your lockpick has high dexterity. 
Even a master lockpick will 
break his tools occasionally, but 
he’ll do it much less often if his 
dexterity is good. 

Likewise, elementalists, 
daeomonologists and hedge 
wizards will have much better 
luck at their particular craft if 
their magic rating is high. This 
isn’t to say that a person with 
low magic ability can’t enchant 
objects; they will simply break a 
lot more items than their coun- 
terparts with high magic ability. 

Finally, a note about combat: 
Gustavus does not have to fight 
at all. If you want to use him in 
combat, make certain that your 
party can win. If he is killed, you 
lose even if you win that battle. 


-Ted Chapman 
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TECH SPECS 


Requirements: 
640K, EGA/VGA 


Sound Support: 
Sound Blaster, 
Adlib 


Controller: 
Mouse 


Available for: 
PC & compatibles 


Designed by: 
German Design 
Group 


Distributed by: 
QQP 


GAME SUMMARY 


Conquer a land 
currently without a 
king by using supe- 
rior strategy and 
massed armies. 
Multiple game situa- 
tions are possible 
thanks to an exten- 
sive set of menus 
accesessed when 
beginning a game. 


Heirs to the Throne contains 
within it too many possibilities to 
adequately give accurate strate- 
gies that will work in every situa- 
tion. What will work on some 
maps will not work on others, 
and what makes for certain vic- 
tory under certain game condi- 
tions leads to defeat in different 
situations. 

With that said, there are some 
Strategies that are highly effec- 
tive in many different scenarios. 
The following pages will teach 
you some of these ploys and 
should help you more effectively 
and efficiently take over your 
kingdom. 

The games used to create this 
guide were played under the fol- 
lowing conditions: villages cost 
four gold to produce, each terri- 
tory could hold a maximum of 
twelve villages, catapults were 
not used, troop distribution was 
constant, Royalists were neutral, 
and supplies were not used. 


Home TERRITORY 


Your first move in the game is 
to select your home territory. 
This is an important decision. 
From it, your strategies and the 
entire course of the game will 
follow. 
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THE KING’S DEATH 


LEAVES HEIRS BATTLING 


FOR POSITION! 


LEARN THE INS AND OUTS OF HOSTILE 
TAKEOVERS IN MEDIEVAL TIMES IN QQP’s 


HEIRS TO THE THRONE. 


The territory you select should 
have the following characteris- 
tics: it should be defensible, 
should join two or fewer other 
provinces and should be distant 
from other barons. 

In choosing a defensible home 
territory, look to the terrain type. 
lf you are playing a game where 
terrain makes no difference, you 
can ignore this. Otherwise, stick 
to mountainous, hilly or swampy 
areas. By keeping the number of 
adjoining territories low, you 
ensure that enemies must take a 
particular path to your home ter- 
ritory. Always pick along the 
edge of the map, never in the 
middle. To ensure you pick a ter- 
ritory away from other barons 
(offering you unchecked expan- 
sion for the first year or so), 
allow them to select first. 


INFRASTRUCTURE 


At the beginning of the game, 
nothing, not even your army, is 
more important than your vil- 
lages. At game start, the 
province you select to be your 
home territory will contain sever- 
al villages, but nowhere near its 
maximum. This problem should 
be rectified immediately, espe- 
cially since at the beginning of 
the game you have a small sur- 
plus of gold. 

Ignoring your infrastructure at 
the start of the game leads to 
significant problems later on. 
You enter a catch-22 that is 
tough to break out of. You need 
to use most of your gold to pur- 
chase troops so that you can 
keep even with your enemies 
who have a larger means of pro- 
duction than you do. This pre- 
vents you from investing in vil- 
lages, keeping your income 
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means of production. 


down, which allows you to buy 
fewer troops. 

On the other hand, investing 
early puts you in the opposite 
situation. By increasing your 
income, you open the door to 
the possibility of creating more 
troops than your opponents and 
increase your chances of taking 
over new, income producing 
land. After the first year of the 
game (twelve turns), you should 
have the villages in the territo- 
ries you control maxed and 
should maximize the number of 
villages in each territory you take 
over. 


FIRST MONTHS 


Initial expansion should be 
slow, providing you with enough 
income to refresh your troops 
and prepare them for attacking 
Surrounding Royalist territory. 

This means that you should, at 
times, pass on attacking enemy 
provinces and merely strengthen 
your defenses and increase your 
number of villages. While this 


This is an example of a moderate 
expansion early in the game. 


vantage with regard to the num- 
ber of territories you control, it 
will Keep your army’s strength 
and your income high. Mass 
troops into one territory (only if 
the Royalists are neutral) and 
attack one territory per turn, if at 
all. At the end of the first year, 
you should have about ten terri- 
tories. 


FEINTS AND 
DIVERSIONS 


The computer opponents, in 
the guise of the various barons, 
are intelligent and will attack you 
when they have the advantage. 
This tendency can be used 
against them with great effect. 

On the map above, my territo- 
ries are red, Royalists are brown 
and my main enemy is green. 
The green baron was keeping a 
large number of troops in his two 
northernmost territories (num- 
bers 2 and 3) to protect them 
against possible attack from ter- 
ritory 1 and from the blue baron 


may put you at an initial disad- 
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‘to his east. In so doing, territory 


1 was in jeopardy of being taken 
over by the massed forces of 
territories 2 and 3. 

It was at this time that the feint 
| had in mind was executed, and 
it allowed me to win the game in 
a matter of half a dozen turns. 
On my next turn, | attacked terri- 
tory 7 from territory 6, leaving 
about 300 troops and a defen- 
sive tower to protect it. Other 
troops and some from territory 1 
were then moved down to terri- 
tory 4. 

The green baron took the bait. 
He attacked territory 1 from 2, at 
which point | immediately 
retreated. He also attacked terri- 
tory 7 from territory 3. Each of 
these newly claimed lands had 
to be kept fortified to prevent my 
taking them back on my next 
turn, which kept him from rein- 
forcing his home territory (#5). 
On my next turn, | swept in from 
territory 4 to territory 5 and con- 
quered it. 

When an opponent's home ter- 
ritory is taken, as happened in 
this case, all of that baron’s 


lands and troops then belong to 


the victor. Therefore, all of the 
troops the green baron had 
massed against my borders 
became mine, as did the critical 
territories 2 and 3. This allowed 
me to place all of my troops in 
territories 2 and 3, preventing 
the blue baron from expanding, 
and allowing me to build up 
enough soldiers to eliminate 
both him and the one Royalist 
territory (since they were neu- 
tral) within the next four turns. 

While feints like this, massing 
troops in one area to weaken 
another front, does not always 
work, it is successful often 
enough to be a strategy you can 
use to your advantage in virtual- 
ly every game. 

Also, be warned that the com- 
puter, while willing to fall into this 
trap on occasion, is also more 
than willing to use this strategy 
to great effect. In any situation 
where it looks like the computer 
is giving you a territory, look for 
possible ramifications of occupy- 
ing that province. Always watch 
your flanks! 
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ROYALISTS 


As mentioned 
earlier, the games 
used for this guide 
were played with 
the Royalists’ atti- 
tude as neutral. lf 
the Royalists are 
chosen to be 
“friendly,” they will 
not attack adjacent 
territories, and will 
not invest in troops, 
fortifications or vil- 
lages. They are 
simply there for the 
taking. 

On the other 
hand, the game 
becomes dramati- 
cally different if the 
Royalists are hos- 
tile. Not only will 
they fortify and build 
troops, but they will 
also attack. Since 
Royalist forces are 
better trained than 
yours and those of 
the other barons, 
they can attack mul- 


tiple territories in a 
given month. 
Should you 


choose to play 
against hostile 
Royalists, be pre- 
pared for a much 
more difficult game. 
Protect all of your 
borders equally, 
putting more troops 
where appropriate. 
Also, since the 
Royalists are so 
much more danger- 
ous under these 
conditions, you 
must be much more 
aggressive toward 
the Royalist forces 
at the start of the 
game. This will help 
prevent them from 
building up large 
numbers of troops 
and will also help 
keep them out of 
your hair further into 
the game. They are 
your main enemy 
when played under 
these conditions. 
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CATAPULTS 


Heirs to the 
Throne changes 
dramatically with 
the addition of cata- 
pults. Defenses are 
not as impenetrable 
when they are 
used. Each 
employed catapult 
increases the fight- 
ing strength of the 
attacker by 1%. If 
catapults are being 
used in your game, 
make sure you ade- 
quately protect terri- 
tories against 
attack. Without cat- 
apults, a territory 
with a defensive 
tower can stand 
against a superior 
foe. With them, this 
is not the case. Act 
accordingly. 


RANDOM EVENTS 


Random events, 
which occur after 
the seventh month, 
if they are chosen 
can be both benefi- 
cial and baneful to 
your war effort. 
Positive events 
include: marriage of 
your son (bringing 
in a dowry), winning 
at dice, winning a 
horse race, farmers 
joining your ranks, 
and peasants build- 
ing villages. 
Negative events 
are: destruction or 


damage to a fortifi- 


cation, plague, 
dragon __ attacks, 
marriage of a 
daughter, and 
desertion. 

If a beggar comes 
to your door, let him 
in. The worst that 
can happen is the 
loss of some gold. 
He may be a pow- 
erful magician who 
will increase your 
production. 
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BUFFERS 


In games where Royalist 
forces are neutral, their territo- 
ries can be used as buffers 
against the other barons. When 
they are friendly, they are simply 
to easy to take over to provide 
an effective buffer. Hostile 
Royalists can also be used as a 
buffer between you and other 
barons, but they must be han- 
dled with more care. 

The map above shows a case 
in point. My forces are in blue, 
the neutral Royalists in brown 
and the other three barons in 
green, grey and red. Since 
attacks across water and adjoin- 
ing corners are impossible, at no 
place on the map do my (blue) 
forces abut those of one of the 
other barons. Thus, my expan- 
sion at this point is unchal- 
lenged, and since the Royalist 
territories are quite strong and in 
some cases fortified, the other 
barons are loathe to attack 
them. Red and green will need- 


lessly build up forces against 


Thieves may steal gold from right under 
your nose! : 
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each other, while 


grey stockpiles 
troops against possible attack, 
allowing my forces to mop up 
the Royalists. 

Since the other barons’ troops 
can only conquer one territory 
per turn, my forces can be 
massed against one Royalist 
province. Should an opponent 
take over a Royalist province, 
my troops can be pulled back in 
time to prevent a breakthrough 
into my unprotected lands. Keep 
buffers like this for as long as 
possible, especially against neu- 
tral Royalists. 

Like the soldiers of other 
barons, Royalist troops will 
retreat when outnumbered. To 
prevent this, cut Royalist held 
territories into smaller blocks. If 
territory 1 on the above map is 
attacked, troops will retreat to 2. 
From 2, they will go to 3 and 4, 
etc. To prevent this, attack terri- 
tory 2 first. While some of the 
Royalists may retreat, this pre- 
vents those in territory 1 from 
being able to retreat in the 
future, since there is no longer 
an adjoining Royalist territory. 

This tactic prevents the 
Royalists from ending up with 
one or two territories held by 
several thousand troops. While 
the battles in surrounded 
Royalist encampments are to 
the death, you’ll never have to 
face those troops again once 
you've defeated them. 
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Take over more territory to earn promo- 
tions in title. 


FLANKS 


Late in the game, you should 
continue the idea of slow expan- 
sion followed at the beginning. It 
does not usually help you to take 
over as many territories as pos- 
sible each turn. Keep your bor- 
ders strong before attacking, 
and check to make sure that tak- 
ing over a territory will not leave 
you exposed somewhere else. If 
taking a given province will 
cause you to have to spread 
your forces out to protect the 
new territory and those already 
controlled, it’s usually a bad 
idea. It is more effective to build 
troops until you can capture sev- 
eral provinces at once, keeping 
the overall number of border ter- 
ritories the same. 1000 troops 
spread across four territories will 
give a strong presence. The 
same 1000 troops spread across 
six territories will almost certainly 
leave you weak enough in areas 
that your enemies can strike a 
fatalblow. -Steve Honeywell 
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THE SHATTERED LANDS 


ARRIVE ON CD-ROM! 


SSI’S VERSION OF THIS ALTERNATIVE AD&D worip 
HITS A HIGH-TECH WATERMARK! 


Dark SUN: SHATTERED LANDS 
By SSI 


For PC CD-ROM 


Dark fantasy comes to Advanced Dun- 
geons & Dragons in this beautiful, but 
deadly, roleplaying game. Based on the 
Dark Sun world which TSR introduced to 
non-electronic gamers in 1992, the mul- 
timedia edition of Dark Sun: Shattered 
Lands is a gigantic improvement in 
playability, audiovisual effects, and com- 
bat excitement over the popular Gold 
Box floppy disk adventures of the late 
1980s and early 1990s. 

Shattered Lands is set on Athas, a 
planet drained of its vitality by power- 
hungry wizards. The gamer guides a 
four-player party that starts in the slave 
pens of Draj. Fighting in the arena is a 
good way to get the hang of the play- 
system and earn party members some 
power-producing experience points. 
Eventually, though, the party must engi- 
neer an escape from slavery to gain 
access to the monsters, treasures, and 
all-out mayhem that hold sway in this 
magic-ridden domain. 

Shattered Lands includes a pre-set 
party for those who want to plunge right 
into the game-world, but most adventur- 
ers will prefer to use the character gen- 
eration system to create their own 
heroes and heroines. 

Many RPGers enjoy setting up char- 
acters, and this elaborate, yet simple, 
system will please them. After using the 
large character drawing in the upper left 
corner to set gender and species 


This treacherous document seals the fate of 
many a slave. 
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Create a variety of different characters with 
the easy-to-use character generator. 
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The slave pens are your home, at least for 
the start of your adventure. 

(human, dwarf, elf, half-elf, halfling, half- 
giant, muls, and Thri-kreen), the player 
picks one of eight player classes (cleric, 
druid, fighter, gladiator, psionicist, pre- 
server, ranger or thief). If the resulting 
character has psionic talent or mastery 
of clerical spheres, another menu allows 
the computerist to pick the specific abili- 
ties. The character's stats are summa- 
rized in the lower left corner, and the six 
basic characteristics can be modified as 
desired. This is especially good for 
gamers who want to import a hero from 
another RPG, whether it's electronic or 
table top. 

The mouse-driven cursor has three 
main functions: walk, fight, and look. 
Cycle through the choices with succes- 
sive right-clicks until the on-screen icon 
changes to the desired mode. 

The party moves to a new location 
when the user points the cursor to it and 
left-clicks the mouse. Ranged and hana- 
to-hand combat use essentially the 
same mechanic. 

In the look mode, the cursor enables a 
range of other activities. Besides exam- 
ining objects in the immediate vicinity, 
an adventurer can talk to other charac- 


Combat can occur in more places than the 
arena in Dark Sun! 
ters, use objects in inventory, and pick 
up new ones. A variation of the latter 
command gets rid of items not likely to 
be of further use. 

The full-screen, angled overhead 
graphics represent the biggest change 
from older SSI AD&D products. The 
256-color VGA renditions of heroes, 
monsters, and scenery give Shattered 
Lands visual impact not found in previ- 
ous SSI titles. Lead artist Maurie Man- 
ning and his seven-member staff expert- 
ly evoke the wonders of this strange, 
shadowy place. 

The inventory screen is the nerve cen- 
ter for party control between encounters. 
It is jammed with windows, icons, and 
data blocks, but the arrangement is logic 
enough to avert command control 
chaos. A click changes the party leader, 
reviews the contents of each one's 
inventory, readies items for use, and so 
forth. The large character portrait and 
smaller party icons keep this from 
becoming just a screen full of numbers. 

The mysterious Cooksey gets credit 
for the sound and music. This is another 
area which SSI is trying hard to upgrade. 
The audio still isn't cutting edge, but no 
previous AD&D can compare in this 
regard. It certainly looks like SSI has 
abandoned its low-tech approach to 
interactive electronic entertainment. 

Dark Sun: Shattered Lands is an 
intriguing blend of orthodox TSR-style 
roleplaying and horror fantasy elements. 
lf you're tired of the same old Medieval 
quests, a journey to Athas is definitely a 
trip worth taking. -Arnie Katz 
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The automap will help you along on your 
quest through this dark land. 
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Acoustic Research P22 $79 
Adlib Gold Sound Card $99 
Adv Gravis Ultrasound $129 
Command Control Pad $17 
Flight Stick Pro $57 
Labtec CS-150 Spkers $17 
Maxx Cobra Flightstick $54 
Pilot Control Stand $22 
Pro Audio 16 Basic $118 
Pro Audio Spectrum 16 $149 
Pro Audio Studio 16 $205 
Sound Blaster 16 ASP $214 
SBlaster 16 Basic $129 
Snd Blaster Deluxe $82 
SBlast Powered Spkrs $24 
SBlaster Pro Deluxe $124 
SBlaster Voice Assist $54 
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Ttmaster Flight Control $59 
Thrustmast Game Card $27 
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IBM ADVENTURE 


007 Bond Stealth Affair $12 


Alone in the Dark $33 
Alone in the Dark 2 $36 
Amazon $29 
Award Bundle $46 
Alone in the Dark $33 
Alone in Dark 2 $36 
Bloodnet $42 


Blue Force: Next of Kin $39 
Castle Wolfstein-Spear $32 
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Eric the Unready $21 
Flashback $32 
Gabriel Knight $36 
Gateway 2:Homeworld $34 
Hand of Fate $34 
Inca 2 $42 
Indy Jones 4 Fate Atlan $36 
Isle of the Dead $38 


King’s Quest 5 VGA $36 
King’s Quest 6 VGA $42 
King’s Ransom $38 
Kronolog: Nazi Paradox $42 
Leisure Suit Larry 6 $42 


Lost in Time $36 
Police Quest 4 $42 
Prince of Persia 2 $39 
Return to Zork $40 


Riftwar Legacy VGA ~=—s $37 
Secret Monkey Island 2 $21 
Secret of 7th Labyrinth $42 
Shadow Caster $45 
Space Quest 5 VGA $36 
Spelicast 301 Spr Brk $34 
Star Reach $36 
Star Trek 25th Aniv $35 
Star Trek: Judge Rites $38 
Terminator Rampage $38 


Terror of the Deep $36 
The Dig $45 
Under a Killing Moon $43 
Yserbius $36 


iBM CD ROM 


7th Guest Jewel Cased $44 
Aegis: Guardian of Fleet $54 
B17 Flying Fortw SS2_ $37 


Bloodnet $45 
Blue Force: Next of Kin $39 
Chopper Pack $37 
Conspiracy S44 
Curse of Enchantia $26 
Darksun $52 


Day of the Tentacle $45 
Dracula Unleashed $49 
Dragon’s Lair $36 
Eric The Unready $36 
Eye of the Beholder3 $48 
F-15 Strike Eagle 3 $46 


Fantasy Empires $45 
Gabriel Knight $45 
Gateway 2 $34 


Great Naval Battles $55 
Harrier Assault SVGA $44 
Hell Cab $49 
Inca 2 $42 
Indy Jones Fate Atlantis $42 
Interplay’s 10th Yr Anth $49 


lron Helix $56 
Jet Pack $46 
Jutland $48 
King’s Quest 6 $45 
King’s Quest 6 Upgrade $24 
King’s Ransom $38 
Labyrinth of Time $48 
Lands of Lore $44 


Legend of Kyrandia $39 
Leisure Suit Larry 6 $46 


Lost in Time $39 
Man Enough $45 
Police Quest 4 $42 
Rebel Assualt $48 
Return To Zork $48 


Sherl Holmes Con Det 1$36 
Sherl Holmes Con Det 2 $36 
Sherl Holmes Con Det 3 $51 


Shuttle $29 
Star Trek 25 Anniversary$55 
Star Wars Chess $49 
Startrek the Nxt Gen $46 
Terror of the Deep $36 
Tetris Gold $32 


The Journeyman Proj $48 
Ultima Underworld 1 & 2 $59 
Under a Killing Moon $48 


Wolf Pack $42 
World Circuit $34 
World War 2 Pack $39 
World of Xeen $42 


IBM ROLE PLAYING 


Amberstar $19 
Arena: Elder Scrolls $44 
CHARACTER EDITORS $16 


Cobra Mission $39 
Dark Sun $47 
Dark Sun Grey Isle $34 
Darklands $39 
Disciples of Steel $29 
Dungeon Hack $42 
Dungeon Master 2 $36 
Eye of the Beholder3 $21 
Forgotten Castle $48 
Lands of Lore $34 


Lord of the Rings V2 $37 
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"THE MERCHANT PRINCE’ Explore the world! Can you seek 
& explore the old world and find new worlds with their own 
prospering ports of call? Find and create advantageous trade 
routes. Historical & random maps. Up to 4 players. Land and 
Naval travel. Modem play. $39 


‘LUCKY'S CASINO 
ADVENTURE’ It's 
vacation time... you 
can sit at home 
watching the grass 

grow or you could 
enter a three week 
- casino adventure. 
Play 5 different 
- pokers, 8 different 
— slots, paigow, 
bingo, keno, 
baccarat, black- 
jack, casino, craps, 
roulette, red dog 
and more. $39 
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‘HAND OF FATE’ is 

the second title in 
ee the Fables and 
Fiends series. Fol- 
low an offbeat 
young mystic 
Zanthia, who must 
voyage to the cen- 
ter of the world to 
undo a hideous 
curse. Contains 
hours of fun for all 
Legend of Kryandia 
fans. Features un- 
forgettable charac- 
ters. $34 


‘DRAGON'S LAIR’ 
is the fantasy ad- 
venture where you 
become a valiant 
knight on a quest to 
rescue a fair prin- 
cess from the evil 
dragon. Stunning 
full screen anima- 
tion combines the 
quality of an ani- 
mated movie with 
fantasy game play- 
ing. 265 color pal- 
ette and original 
soundtrack.CD $36 


Visa and Mastercard Accepted. Checks held 4 Weeks. 
Money Orders Treated as Cash. COD $8. Compatibility 


guaranteed. Shipping charges non _ refundable. 


IBM ROLE PLAYING 


Magic Candle 3 $19 
Might & Magic 4 Clouds $39 
Might & Magic 5 D Side $39 


Pirates Gold $39 
Quest for Glory 4 $42 
Realms of Arkania $35 
Red Crystal $34 


Rome: Pathway Power $29 
Spcraft:Aspect of Valor $38 
Star Trek: Next Gen $46 


Stonekeep $52 
Stronghold $36 
The Genies Curse $45 


Ultima 7 Black Gate $48 
Ultima 7 Forge of Virtue $18 
Ultima 7.5 Part 2 $20 
Ultima 7.5 Serp Isle $16 
Ult7.5 Serp Speech Pk $18 
Ultima 8: Pagan $48 
Ult 8: Pagan Spch Ac Pk$18 
Ult Uworld 2 Labyrinth $46 
Ult Uwrld Stygian Abyss $19 
Wizardry 6 CosmicForge$34 
Wizardry 7 Crusaders $39 


IBM SIMULATIONS 


ATP 2.0 $29 
A320 Airbus $44 
Aces Over Europe $39 
Aces of the Deep $42 
Aces of the Pacific $42 
Armoured Fist $45 
Combat Classics 2 $29 
Elite 2 $38 
F15 Strk Eagle 3 Ace Pk $52 
F15 Strike Eagle III $42 


Falcon 3 Scni Fight Tgr $24 
Falc 3 Scn3 FA 18 Horn $32 
Falc 3 Scenario 2 MiG29$32 


Falcon 3.0 $46 
Falcon 4.0 $59 
Flat Top $48 


Fleet Def F14 Tomcat $48 
Harrier Assault SVGA $48 


Indy Car Racing $39 
M4: Sherman Tank Sim $34 
Maximum Overkill $43 


Max Overkill Mis Disk 1 $24 
Max Overkill Mis Disk 2 $29 
Mechwarrior 2 $42 
Microsft Flight Sim 5 S F $32 
Microsft Flight Sim 5 DC $29 
Microsoft Flight Sim 5.0 $42 
Microsoft Space Sim 1.0 $44 


Pacific Strike $52 
Privateer $47 
Privateer SpecialOp $22 
Red Baron VGA $36 
Sea Wolf $48 
Seal Team $42 
Strike Commander $41 
Sub War 2025 $42 
Syndicate $36 
Task Free Admirals Pack $52 
Tie Fighter $48 
Tornado $48 


Ultrabots Sanction Earth $36 
Wing Comman Acad $32 


World Circuit $35 
X-Wing $38 
X-Wing MD 1 or 2 $18 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 


Int'l 802-767-3033 
Fax 802-767-3382 


Source - 10024 


IBM STRATEGY 


A Train W Const Set $44 


Archon Ultra $37 
Battles of Destiny $36 
Breach 3 $36 
Caesar $36 
Campaign 2 $36 
Carriers at War $19 
Carriers at War 2 $39 
Castles 2 $34 
Civilization $44 
Clash of Steel $39 
Cohort 2 $18 
Detroit $36 
Dune 2 $34 
Fantasy Empires $39 
Fields of Glory $34 
Gettysburg Battle Sim $34 
Global Domination $29 
Great Nav BattlesAdm $48 
Harpoon 2 $48 


Heirs to the Throne $36 
Kingdoms of France $34 
Kingdoms of Germany $34 


Lost Admiral $19 
Master of Orion $39 
Outpost $48 
Perfect General $34 
Perfect General 2 $44 
Perfect Populous 2 $26 
Railroad Tycoon $34 


Railroad Tycoon Classic $19 
Romance 3 Kingdoms 3 $36 
Rules of Engagement 2 $36 
Seven Cities Gold 2 $36 
Sid Meir’s Civil War $58 


Sim City 2000 $42 
Sim City Classic $27 
Space Hulk $36 
Star Cntrl 2:Ur-Quan $34 
Task Force 1942 $39 
Unnatural Selection $38 
Walls of Rome $39 
War in the Gulf $29 
Warlords 2 $39 
Warlords $29 


When Two Worlds War $34 


IBM TRADITIONAL 


3 D Pinball $12 
Battle Chess 4000 $36 
Beat the House $29 
Blackjack $9 
Bridgemaster WIN $20 


Casino Lite 7 Card Stud $12 
Casino Lite Tex Hold’em $12 
Casino Master Gold $43 


Checkmate $36 
Classic 5 $32 
Gambit $36 


Game-Maker Ver 2.0 $49 
Games Master WIN $6 
Go Master DIx Ver 5 $89 


Positronic Bridge $30 
Positronic Bridge Comp $60 
Price is Right $19 
Puzzle Gallery 1 $9 
Puzzle Master $6 
Risk $19 
Solitaires Journey $34 
Star Wars Chess $38 


Term 2 Chess Wars $37 
JAN CGR 1 


EXPERIENCE THE EYE OF THE 
BEHOLDER ON CD-ROM. 


SSI RELEASES ITS AWARD-WINNING SERIES ON CD-ROM 


WITH THIS 3=IN=] GAME. 


Eve OF THE BEHOLDER TRILOGY 
BY SSI 


FoR PC CD-ROM 


Sometimes, it isn’t necessary to make 
major improvements to a program when 
transferring it from floppy to CD formats. 
Sometimes, simply selecting several of 
the right products works just as well. 

Such is the case with SSI’s Eye of the 
Beholder Trilogy, which collects Eye of 
the Beholder, The Legend of Darkmoon, 
and Assault on Myth Drannor onto a sin- 
gle CD, allowing for easy transfer of 
characters from one game to another. 
Also included in the package are the 
original documentation from all three 
games as well as a Clue Book for the 
first installment of this trilogy based on 
TSR’s Forgotten Realms game environ- 
ment. Clue Books for the second and 
third games must be purchased from 
Sol. 

Eye of the Beholder and Legend of 
Darkmoon were developed by West- 
wood Associates, in the tradition of clas- 
sic first-person dungeon crawls from 
Wizardry to Bard’s Tale. Eye of the 
Beholder didn’t really offer any tremen- 
dous innovations to the fantasy role- 
playing genre; it simply restated the best 
available design elements into a slick 
interface and punched up the sound and 
graphics to a new level of sophistication. 
After completing the second installment, 
however, Westwood signed an exclusive 
contract with Virgin, leaving SSI to cre- 
ate the final chapter in-house. The result 
is a faithful, if somewhat by-the-num- 


Terrible creatures will threaten you at every 
turn in all three games. 
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Dungeons filled with creepy-crawlies are the 
stock-in-trade of the Eye series. 

bers, conclusion to the Eye of the 
Beholder storyline. 

The original game was set largely 
underground, in the none-too-attractive 
Waterdeep sewers, where the Beholder 
—a levitating monster with a score of 
protruding eyeballs—plays a pivotal role 
in a sinister conspiracy against the city. 

Upon successfully ending the threat to 
Waterdeep, Khelben Blackstaff, mystic 
advisor to the Lords of Waterdeep, 
writes requesting yet another favor of 
the player-character. It seems that vil- 
lagers have been disappearing mysteri- 
ously (is there any other way?) to the 
north and west of Waterdeep, and in 
The Legend of Darkmoon, the adventur- 
ers must learn why. It seems the evil 
Temple Darkmoon has been rebuilt and 
filled with an army of fantastic monsters, 
just waiting to bring down property val- 
ues in Waterdeep. It’s up to the player to 
go dungeon crawling beneath the Tem- 
ple ruins in order to save the city and its 
inhabitants from the terrible fate awaiting 
them. 

The final installment of the EotB 
series, Assault on Myth Drannor, 
brought some of the action up above 
ground, as the player-character and his 


or her party of adventurers journey — 


through an enchanted forest and a mys- 
terious temple in addition to an appropri- 
ately dungeon-like mausoleum, and 
other scenic locales. 

The interface remained virtually 
unchanged through all three games. A 
first-person display window featuring 
beautifully textured graphics; an 
exquisite ship’s-style compass; and a 
series of arrow-type movement com- 
mands occupied the left side of the 
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Not all of your nalts rapmibard will survive 
every combat! 


screen while individual character win- 
dows filled the right. 

In Assault on Myth Drannor, however, 
this presentation was modified slightly; 
the compass and direction commands 
were flip-flopped, and interactions were 
presented as full-screen events, instead 
of being crammed into a tiny window. 
Myth Drannor also offered over two 
dozen portraits and letterboxed scenery 
shots, with plenty of non-interactive, cin- 
ematic cut scenes, and improved sound 
and graphics. Also, the game introduced 
a new feature: an All Attack command 
for better combat interaction. 

The only real problem with the Eye of 
the Beholder Trilogy is that it isn’t really 
much of a trilogy. The three adventures 
do not offer a meaningful macro-story- 
line; in fact it is doubtful that Eye of the 
Beholder was ever originally intended as 
a trilogy. It is, instead, a role-playing 
game with two sequels; otherwise 
known as a series. Alas, in the wake of 
Lord of the Rings, fantasy series are 
invariably forced into the trilogy format. 
All of which is academic, of course, 
when one considers the overwhelming 
and enduring popularity of these games. 

The fact is that the Eye of the Behold- 
er Trilogy represents a benchmark in the 
evolution of the role-playing adventure, 
and it is only natural that all three install- 
ments should be collected into one 
package. 

Highly recommended. 

-Bill Kunkel 


Interact with NPC’s to help you achieve 
your ultimate goals. 


SEE JACK RUN. 
SEE JACK PLAY. 


SEE JACK WHEEL. 


a STEAL, 
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Meet Jack Ladd, a jack of all 
trades, most of them illegal. Jack's 
In big trouble. You see this is the 
future and now the IRS has the 
Co — = right to use deadly force to col- 
Ya *_* : lect taxes. Guess what Jack, 

4 ) . the tax man commeth, and 
b they're looking for the gazillion 
. bucks you owe them. Now 
. you have only 28 days to 
b get them the money, how 
. you do itis up to you. 


Join Jack as he cons and 
coerces his way through 
the backstreets and 

alleys on the seedy 
side of the galaxy. 
Eight-way scrolling, 
full perspective scal- 

ing and Hypertext- 

m Style interaction 

give this game a 

colorful and realistic 

edge. This unusual 
adventure captures 
your imagination and 
thrusts you nght into 
the heart of Jack 

Ladd's bizarre world. 


a 
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Psygnosis 
675 Massachusetts Ave. 
er | i Bac Cambridge, MA 02139 
(617) 497-7794 
Innocent is aveliaiks on IBM eertetible and Amiga formats. 


HUMANITY’S FATE RESTS IN 


THE MOVE OF A PAWN! 


TERMINATOR 2 CHESS WARS PROVIDES THE ACTION OF 
THE FILM WITH THE CHALLENGE OF CHESS. 


TERMINATOR 2: JUDGEMENT DAY 
CHess Wars 


BY CAPSTONE 
FoR PC CD-ROM 


How many ways can a hit movie 
license be split? The number keeps 
growing, it seems; in addition to video 
game, computer, and multimedia rights, 
popular film characters are now being 
spun off into electronic chess software. 
Inspired by the success of Interplay’s 
Battlechess games, with its gorgeous 
movement and capture animations, Soft- 
ware Toolworks is ready to release a 
version of computer chess featuring 
characters and backgrounds from the 
Star Wars films, while Capstone is 
already out there with an adaptation of 
its earlier program, Grandmaster Chess, 
starring everyone from T-800 himself to 
Miles Dyson, the man who created 
SKYNET. 

Everyone knows the Terminator story 
by now: in 1997, Earth’s computerized 
defense system, SKYNET, melts a bolt 
and decides that humanity is a virus 
infecting the planet. Three billion deaths 
later, SKYNET’s robotic Terminators are 
busily hunting down the remaining 
humans, and a sinister plot has been put 
in motion which will destroy the leader of 
the resistance, John Connor, before he’s 
even born. 

As we all know, however, the Resis- 
tance tumbles to the plan and sends 
back their own agent to save Connor’s 
mother, Sarah, from termination. In both 
the original film and the sequel, time 


Violent deaths are the way of the world in 
the future controlled by SKYNET. 
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travel paradoxes are exploited for maxi- 
mum dramatic effect; SKYNET is only 
created, for example, when scientist 
Dyson happens upon a remnant from 
the first T-800 class Terminator sent into 
the past. The ultimate confrontation sees 
a T-800, programmed by the resistance 
to protect John Connor, first destroy a T- 
1000 assassin sent by SKYNET, then 
gallantly end its own existence in order 
to keep SKYNET technology out of 
human hands. 

Now, assuming that the films were 
great (which they were), and that Grand- 
master Chess is a solid chess program 
(which it is), the question becomes: do 
these characters work well in the context 
of a chess game? 

The answer, unfortunately, is that they 
do not. Unlike Star Wars, which presents 
obvious chess piece readymades— 
Princess Leia as the perfect White 
Queen, R2D2 even looks like a pawn, 
and C3P0 was created to play a prissy 
Bishop—the Terminator movies simply 
do not offer characters with sufficient 
range and resonance to work well as 
chess pieces. 

The White pieces—here labeled as 
the Resistance—feature a T-800 Termi- 
nator as the King, Sarah Connor as the 
Queen, John Connor as the Bishop 
(huh?), Miles Dyson hopelessly miscast 
as a Knight, and a generic Large Free- 
dom Fighter as the Rook. Pawns are 
smaller Freedom Fighters. 

The Black Pieces, a.k.a. SKYNET, 
offer male and female T-800 endoskele- 
tons as the King and Queen, a T-1000 
as Bishop, a Flying Hunter-Killer (HK) as 
the Knight, and an HK Tank as the 
Rook. Pawns are portrayed by Centuri- 
ons, another SKYNET war machine. 

The problems are obvious: users have 
no reason to associate Miles Dyson, a 
fairly minor character in the film, with a 
Knight, for example. A scientist who is 
reluctantly drawn into the struggle 
against SKYNET, it’s doubtful that most 
moviegoers even remember Dyson’s 
name, much less attribute him a starring 
role. On the SKYNET side, it’s even silli- 
er. Male and female endoskeletons? 
And the T-1000/Bishop doesn’t even 


Play an excellent game of chess as you 


save the planet from the Terminators. 


look distinctive; it resembles an anthro- 
pomorphically shaped blank, a feature- 
less character about a menacing as an 
undressed tailor’s dummy. 

In the course of playing chess, pieces 
get moved about quite a bit, and it’s a 
true annoyance to have to constantly 
check the documentation in order to dis- 
cern which pieces the different figures 
represent. 

On the plus side, Chess Wars has 
some genuinely hot features going for it. 
The Super-VGA screens offer a variety 
of post-apocalyptic backgrounds, and 
the capture animations are often outright 
eye-popping, with full-screen displays 
instead of the traditional chessboard 
view of one piece destroying another. 
The program is also flexible, with users 
able to turn off most of the features for a 
more traditional game. 

In fact, an improved version of Grand- 
master Chess itself is also included on 
the CD. This multimedia version of the 
popular chess program offers SVGA 
graphics, new boards and piece sets, 
and modem and network play options. 
For hardcore computer chess players, 
this alone might justify the purchase of 
Chess Wars. : 

All in all, if one can get past the 
strange casting, the CD version of 
Chess Wars offers some cool features, 
excellent graphics, and a classic chess 
program. But really, folks, male and 
female endoskeletons? However does 
one tell the difference? 


-Bill Kunkel 


The Resistance fights back with every 
weapon at its disposal. 


With Fusion CD 16, You 
WOULD HAVE HEARD IT COMING. 


drive and powerful amplified speakers, you'll experience 


Because your PC’s performance is 


the screaming highs and shuddering lows of a top 


still at ground level, you’ve just 
become a painted star under his performance, interactive upgrade 
system. Plus, you get a cargo load 


of CD-ROM software. Including 


Compton’s Multimedia 


cockpit canopy. So before you select 


“New Game”, jet to your phone and 


call Media Vision Resource, where 
Fusion CD 16” is on sale for just Encyclopedia, Battle Chess, 
$399. That’s not much for a 


complete multimedia system that brings 


Mantis, and Civilization! But react 


fast, this offer is good only while 
Media Vision’s award-winning, 16-bit supplies last! After 
“sound of adventure” to your PC. And that, it goes down 
in flames! Call 


Media Vision today. MEDIA VISION 


because Fusion CD comes equipped 


with an internal or external CD-ROM 


Call 1-800-684-6699 for information. ©1993 Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538. (510) 770-8600. Fusion CD 16 is a trademark of 
Media Vision, Inc. All other trademarks and registered trademarks are owned by their respective holders. Any and all bundled software subject to change without notice. 


~ Discover WHAT THE FUTURE 
HOLDS IN STORE! 


ROSEMARY West’s HOUSE OF FORTUNES SPINS THE 
WHEEL OF FATE ON CD-ROM. 


Rosemary West’s House OF FORTUNES 
BY VILLA CrEsPO 


For PC CD-ROM 


Consulting the oracle has never been 
so easy. Rosemary West's House of For- 
tunes provides a tour of fortune telling in 
a pleasant format that's as inviting as it 
iS intuitive. 

The trimmings are workmanlike, if a bit 
Spare. The scene opens to a view of a 
mysterious house with storm clouds 
threatening. A few moments and the 
storm breaks, with a great display of 
lightning flashes and excellent thunder. 
Touching the keyboard ends that haunt- 
ing scene, and produces the "please 
wait" sign. This icon becomes all too 
familiar as the program progresses, 
since it appears each time the program 
shifts gears. A close-up of the door with 
the message "please knock" changes to 
an interior scene (after the caution to 
wait), and the charming Ms. West wel- 
comes you to her house. 

Rosemary asks the user to sign the 
register, a feather cursor appears, and 
when the user moves it to the book, the 
scene shifts to the user's register for 
entry of birth name, current name and 
date of birth, or to select , delete or 
change a previous entry. The program 
retains information on up to 80 people, 
making it great for large groups. Since 
it's extremely easy to use, House of For- 
tunes is ideal for a party. 

Clicking on Fortunes returns the user 
to the foyer, then into the hallway where 
the gamer is faced with five doors repre- 
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Special readings may be available if Rose- 
mary feels the need. 
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‘Rese me Sart (pe rots 
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Prapae to dae your future with Recher 
West’s House of Fortunes! 


senting the five disciplines of House of 


Fortunes: Astrology, Crystal Ball, 
Numerology, | Ching, and Tarot. 

A click on any door admits the suppli- 
cant to that chamber. The Astrology room 
looks much like the office of your friendly 
family doctor. He tells you your Sun Sign, 
then asks if you want to see your for- 
tune. "No" ends the session and ushers 
you back into the hallway. "Yes" pro- 
duces a display of the Zodiac signs, 
each flashing in its zone of the sky, then 
settles on your sign. 

The personal daily reading itself is 
brief, no more than a line or two of pre- 
diction, displayed on a parchment scroll. 
It's followed by a meaty description of 
the personality traits of the Sun Sign. 

The Crystal Ball room is more exotic. A 
soothsayer sitting before the crystal ball 
asks if you want to see your reading, and 
gas inside the ball swirls and turns with 
colors. The reading appears in text 
below. These predictions are a lot of fun, 
sort of in the fortune-cookie mode. They 
bear messages about dark strangers, 
mysterious forces, future fortunes and 
romance. 

Numerology takes a quasi-scientific 
approach. Based on the belief that each 
number has meaning and characteris- 
tics, it assigns a number to each letter 
of your name and birth date, totals them 
and reduces that number to one digit. 
The on-screen numerologist is flanked by 
a bank of computers which spit out a 
personality reading that then appears on 
the scroll. 

The I-Ching is one of the most meaty 
sections of the program. It offers the 
user the chance to enter the results of 
personal coin-throws, or the program will 


Tarot ‘esti come with an exoinatien for 
each card as well as a general meaning. 
toss electronic coins. In the latter case, 
there are three coins displayed, and the 
player clicks on them six times to pro- 
duce the six lines of the hexogram. 

The I-Ching program deals out the six 
lines of the hexogram, and if there are © 
any moving lines, a second hexogram is 
displayed that changes the moving lines 
to their opposites. The readings, there- 
fore, may have their mysterious mean- 
ings further cloaked by indecisiveness, 
so that the fortune hunter must draw his 
own conclusions as to their relevance. 

The Tarot Card module is especially 
attractively presented. A pretty reader 
asks if you want to see consult the 
cards, then deals ten cards and explains 
each one's meaning as it falls. At the 
end, the player can see the meanings all 
displayed on a scroll if desired. 

The tarot module is also exceptionally 
pleasant to use. The meanings of the ten 
cards combine to make a depthy reading 
that is quite satisfactory for the average 
supplicant who, hopefully, is not taking 
the whole affair too seriously. However, it 
cannot assay one card's influence on 
another, nor delve into their relation- 
ships, so the oe readings lack that 
level of complexity. 

Rosemary will give readings for the cur- 
rent date or, by adjusting the Fortune 
Menu that's accessible in any room, pro- 
vide readings for any past or future date. 
This is a lot of fun, a good way to check 
out your past mistakes and future hopes. 

Rosemary West's House of Fortunes is 
a reminder that graphics don't have to 
be spectacular or complicated to provide 
a good experience. These are certainly 
not ornate, although the small touches 
of animation do enliven them somewhat, 
and the use of Rosemary's voice and 
music score help a lot. 

Naturally, the fortunes are the real 
meat and all the rest is window dressing. 
Fortunately, the program delivers on that 
score. Although | wouldn't recommend 
that anyone base any important deci- 
sions on their readings, (and the folks at 
Villa Crespo agree with that point,) this is 
a great entertainment "just for fun.” _ 

eS -Arnie Katz 


= “I hope there will be. a ~— will gladly buy it after this one!” | 
z — Computer Game Review | se 


fees: “...the graphics in PROTOS TAR are incredible!” 
| : | . — Computer Gaming World 
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TSUNAMI ! : | : 3 
(pronounced soo-nah’-mee) \ ‘ | 

n. A powerful vision . . : : 
and a fresh approach D ; _@ si 


WAR ON THE FRONTIER 
ne 


to an almost forgotten 


art...the ancient art 


of storytelling. 


23 J 
or. recon Tt ee 


it 
as 
sre 


iH 


Gi 


screens 


NGA 


2? 


Bante 
V 


| ™ designates a trademark of Tsunami Media, Inc. . 
| ©Tsunami Media, Inc. 1993. All rights reserved. 


A COLLECTION OF GAMES 
ON ONE COMPACT DISK! 


VILLA CRESPO MAKES BUDGET BUYING ENTERTAINING AS 
WELL AS FISCALLY RESPONSIBLE. 


THe Corree Break CD 


BY VILLA CrEsPO 
FoR PC CD-ROM 


One of the genuine values provided to 
users by the CD-ROM medium has been 
the avalanche of so-called “shovel- 
ware’—collections of older programs in 
CD format. The enhanced storage space 
provided by CDs allows publishers to 
cram up to a dozen or more programs 
on a single disk. 

In the case of Villa Crespo, probably 
the leading publisher of budget comput- 
er software, everything but a program for 
fixing the kitchen sink has been included 
on The Coffee Break CD Collection, a 
value-packed collection featuring 21 dif- 
ferent programs representing the 
arcade-action, strategy/trivia, and gam- 
bling genres, all taken from its excellent 
Coffee Break series of floppy disks. 

The eight arcade games are probably 
the least worthwhile items in the pack- 
age, consisting mostly of dated British 
retreads collected from defunct publish- 
ers. 3-D Pinball (a.k.a. 1st Person Pin- 
ball) was originally a Tynesoft program, 
as was Rodeo Games (a.k.a. Buffalo 
Bill’s Wild West Show & Rodeo). Ninja 
Rabbits and the sequel, International 
Ninja Rabbits, saw some grey market 
release in the U.S. prior to being 
acquired by Villa Crespo, while Turn ‘n 
Burn was actually rather popular in its 
day. 

Unfortunately, most of these games 
were developed during the middle and 
late 80s, a period when PC game design 
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come to life on the PC. 
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Spin the wheel and take your chance with 
Ruckus Roulette. 


was in its infancy. That factor, along with 
the breakneck speed at which the British 
churned out software (a three-month 
development cycle was standard), 
makes even the interesting-looking stuff 
all but unplayable. 3-D Pinball, for exam- 
ple, offers the unique option of allowing 
the user to view the action from inside 
the pinball. Unfortunately, the program- 
ming is so primitive that the game is 
unplayable in that mode. 

Some of the games fare slightly bet- 
ter. Space Vegetables, for example, set 
in the year 2040 (“Just before tea,” as 
the obviously Brit designers put it) is a 
side scroller with Adlib/Sound Blaster 
audio and both EGA and VGA ver- 
sions—but don’t expect either of them to 
look like Flashback. 

The gambling and strategy games 
fare much better, since they are not 
nearly as reliant on strong sound and 
graphics. The material dates from the 
dawn of computer software; OnTarget is 
a reprise of the hoary old computer 
game where two players, each armed 
with a cannon, try to take one another 
out. Each player sets the trajectory and 
the force of their cannon before firing. 
Armada, meanwhile, is a cute Battleship 
variant, while Think Cross is a clever 
strategy contest with attractive graphics, 
and Hearts presents a computer version 
of the venerable card game. The trivia 
games include Combination Lock, which 
presents its subject in a quiz show for- 
mat, and Baseball Facts, a collection of 
hardball-related trivia. 

Seven gambling programs round out 
this well-stuffed package. Amarillo Slim’s 
7 Card Stud and Ruckus Poker should 


Armada is the classic Battleship revamped 
for the PC. 


suit poker mavens with five variations on 
the standard card game. Casino 
fanciers, meanwhile, can try their hand 
at a poker machine in Dr. Wong’s 
Jacks+ Video Poker by Stanford Wong - 
(incorrectly listed on the box as a slot 
machine simulator). Other casino 
amusements include Casino Craps, Dr. 
Thorp’s Mini Blackjack, and Ruckus 
Roulette. 

A special bonus is the inclusion of 
Weekly Winner, a program which “calcu- 
lates all the odds and helps pick your 
numbers for you based on previous win- 
ning numbers and probability.” Unfortu- 
nately, previous winning numbers are 
meaningless in a system that essentially 
generates random numbers. On the 
other hand, anyone who needs a com- 
puter program to help them pick a lottery 
number probably won't ever realize that. 
Oh well, consider it a throw-in. 

The program works very quickly and 
efficiently, loading and deleting tempo- 
rary files on and off the hard drive as 
requested. We experienced technical 
problems, however, loading Canyon 
Capers, but everything else ran as 
advertised. Villa Crespo may produce 
budget software, but that shouldn't be | 
equated with bad software. True, the — 
games on Coffee Break CD don’t repre- 
sent state-of-the-art, but most of them 
are still playable and several provide 
classic entertainment. In terms of bang 
for your buck, it’s hard to imagine a bet- 
ter deal than this. 

-Bill Kunkel 
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Intimidated by casino gaming because you're 
ay unfamiliar with the rules? Ever wondered why 


Sees Blackjack the word “seven” is met with glares at a craps 
Learn to count cards and win! table? Is the guy next to yOu at blackjack just lucky, 


or is he on to something that you don’t know? 


Beat The House is the ultimate gaming tutor 
and simulator for your PC. With a 160-page 
study guide by gambling guru Avery Cardoza 
and an on-line “pop-up” tutor to make recom- 
mendations and offer suggestions, you'll be 
shooting the die and slinging the lingo like a pro i  ——— 
in no time. FI A ar mea cee nl ae | ea 
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Dazzling VGA graphics and realistic sound put 
you right on the casino floor where the chips 
are flying and the competition is fierce. Play 
against your friends or let the computer fill the 


empty seats— watch out...they play to win! q , 4. bet 
Don’t gamble on the other guys. 7] Discovery 


GAMETEK 


A publishing partnership. 


Order today by calling: 800-722-8988 


Visa or Mastercard accepted. 


Spirit of Discovery 5421 Avenida Encinas Carlsbad, CA 92008 


Trump Castle is a registered trademark of Trump’s Castle Associates. Capstone and Casinos of the World is a registered trademark of IntraCorp Inc. Casino Master is a registered trademark of 
Centron Software Inc. Caesars Palace is a registered trademark of Caesars World Inc. Virgin Mastronic is a registered trademark of Virgin Mastronic International Inc. 
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